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preface 


At last...the world of Kryan! 


Here you hold as much of Krynn as can be told in one book. The world 
of the DRAGONLANCE® saga is a vast and complex one. This book alone 
cannot hope to cover all of the wonder and magic of that fabled land. We 
haye compressed as much information as we could into this volume, but it 
still proved to be too large a task. 


To fully recreate the world of Krynn, we recommend that you read more 
about this world—the DRAGONLANCE modules, the Chronicles trilogy, 
the Legends trilogy, and the anthology series of DRAGONLANCE Tales. 
‘These not only give you a comprehensive picture of the world and irs 
inhabitants, but they also provide rich descriptions with which to color 
your campaign. For more detailed maps of Kryan and many of its specific 
environments, we direct you to Karen Fonstad’s clas of Krynn, 


You can certainly enjoy this book without playing the game...but what 
a game it is! Those of you who are playing the DRAGONLANCE series in 
the AD&D® game system will, as usual, need those rule books to play the 
series as the epic role-playing game that it is. We have tried to avoid 
duplicating marerial that is found in chose other works so as to make room. 
for all the detail of Krynn that we possibly can. This means for you gamers 
that you will need to refer to other ADED books from time to time. We 
assume thar you have the Dungeon Master's Guide and the Player's 
Handbook in order to play the game, Other works, however, you may not 
have, such as the Dungconcer’s Survival Guide, Wilderness Survival 
Guide, and Unearthed Arcana. We have made extensive use of these 
reference books in detailing the world of the DRAGONLANCE saga. 
However, if you do not happen to have these latter works you should not 
wotty. The series should play just fine with just your Dungeon Master's 
Guide and Player's Handbook, 

This book is written in a different format than the other AD&D 
hardback books, The material that is specifically related to the AD&D 

me system ot to running a DRAGONLANCE campaign is placed in grey 
Foxes throughout the text. This means thac the text is easier to tcad and 
the game references ate readily available. 

You, in all your letters, have beckoned us back to the world of Tanis, 
Laurata, Kitiara, Raistlin and all the rest, May we now walk that road 
together for a time once more, with old friends and new. 


Df / eA piCICD nad 
‘Tracy Hickman 
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“In (he Ceadle of the Sky, 
On Silken Starshine lay 
We who soon upon the Face of Krynn 
would as infant mortals play.” 


the universe 
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From the ehaas horn you come...the glor 
‘ous brilliance of the heavens surrounds you. 
‘And the frst glorious being you encounters a 
‘wizard fumbling about in his grey cloak. 

“Eh? Well! don’escem to recall seeing you 
wandering about die alms of the gods 
before! Never had much of a memory for 
names. Isuppose that it doesn't much matter 
since you don’t haye one yet, Oh, ot co wor 
ry not to worn, that will come in time, Every- 
‘one gets a name you know. Hatd to keep our 
records straight here without it! 

“I'm Fizban, Fizbaa the Fabulous, but you 
can call me.,.ef, well, whatever, I guess some 
would call me the big guy around hete, but 
the truth of it is a bit more complicated than 
that, Sell, am here to help you get on your 
way into the fabulous world that we have pres 
pared for you, ‘Itagedy and comedy, honor 
‘and mystery await you there! 

“1 gppose you all wane £0 get your heats 
ings first, eh? Not easy stepping. out of the 
chaos and trying to make sense of the new uni- 
verse, is it? Well never you fear, for you have 
Vizbur the Feverles, Pasba the 
Flaver...well, 1 am at your side every step of 
dhe way, 

So et’. mann, This crazy wae 
ny favorite aspect, but I sce that icisa bit dif 
ficult for you just now. Let's try something & 
bie mote like what you would expect." 

"The old man's robes flare suddenly with 
sxtiking tays of light. His form sizes before you 
transformed into the shining brilliance of the 
‘greatest of benevolent dragons: Paladine, 























the Tale Begins 
OrdeERs Of the Universe 


In the beginning were the gods from 
Beyond. 

‘Thete, before the beginning, they dwelt in 
joy in the presence of the High God whose 
children they were, It was there decreed that 
new time and place would come to be. Time 
would there begin again, spirits would live 
and, in the course of time, new power would 
come t0 be, 

‘Thuice wete de pillas upon which this uni 
verse was forged: Good, Evil, and Neutral. 
‘This was the great riangle upon which all the 
tuniverse was brought «0 be, 

Reotx, the Forging God, stuck his hammer 
amidst the Chaos, Chaos slowed and the 
sparks ftom. his hammer became the stats. 
From theie light came diverse spirits of all 
types: some disposed to good, some to evil, 
and some to neuteality. 








‘The gods hepan to quarrel over these spite 
its, The Gods of Good wanted to nurture the 
spisis in the paths of righteousness and share 
with chem dominion over the universe. The 
Gods of Evil sought co make the spirit their 
slaves to do theit every bidding, The Gods of 
Neutrality soughta balance: to give the spirits 
ficedom to choose for diemselves. whether 
they would serve Good or Evil 

‘And so the All-Saints War raged among, the 
heavens, The Good and Neuttal Gods com- 
ined forces to keep Evil from a final vietory. 
‘Then spoke the High God from Beyond, 
decrecing the Balance of the World. The Gods 
‘of Good, Evil, and Neutrality would each be 
allowed to bestow one gift upon the spirits, 

‘The Gods of Good gave the spirits lite and 
physical fotm. Thus, the spins gained control 
‘over the material world and bectme more like 
the Gods themselves. ‘The Gods of Good 
hoped the spitits would hring peace and order 
to the worlds and lead them along the path to 
righteousness. 

‘The Gods of Evil decteed that these physi 
cal beings would hunger and hist and bave 
{co work co satisfy their needs, The Gods of Evil 
hoped dhac chiough hunger und suffering they 
‘ould subjugate the races 

‘The Gods of Neutrality gave the spits the 
rife of free will, to choose freely becween 
Good and Evil, Thus did they preserve the 
Balance, 

‘And %0 the Gods created the world of 
Kerynn as dwelling place forthe opitits, The 
Haigh God deceed hat each ypie could 
choose his own way through fife, Then would 
come death, the passage from Krynn co the 
next state of existence, 




















‘the alignments of the 
Gods 


All of the universe stands upon the Great 
‘Tiangle. This foundation has always existed 
sand will exist down throngh the ages of time 
and until the end of the world. 

‘At the apexes of the tangles stand the 
three anchors upon which the universe is 
built, These ate known among men as Good, 
Evil, and Neucralicy. Ic is into these positions 
thae the gods align themselves in their effort 
to naineain progies in the universe they have 





The place of Mortals 


Many races came into being from the spirits 
tharayoke, Fist were the eles, eos favored 
by the Gods of Good, Blves ere the Shapers of 
the world, possessing good magic to bend nat. 
ste © shee Wil, They have the longest 
‘pan of all the spt although they change 
the word, chey tremeelvas change vey litle, 

te Aiea ce ls toe felted oy te 
Gods of Neutrality, although the souls of men. 
ate coveted by the Gaia se both Good and 
Til Memetn¢honte feel beeen gost ad 
evil: The shomer time nthe word spent in 
suiving for power and knowledge, They ate 
quick co think and to act—often without con- 
sidering the consequences, Thus men give the 
would tition, 

"he race of ogres is most favored by the 
Gods of Bvil, In the beginning, the ugres were 
the most beauciful of the taces, but they could 
think only of their hungers, They were casily 
enslaved by their needs and thei beauty vane 
leds sels hinges devoured them, Opes 
ae selfish and cruel; they delight in inflicting 
pain and suffering upon the weak, 

‘The High God crated the fourth clas of 
beitige: the animals, He cteated them ith a 
balance of Good, Evil, and Neutrality, and 
thy were born ofthe wold elf Dragons are 
the lords of the animal kingdom, ‘They ate 
fire to choose among the, alignment of the 
pa 

‘When the spirits awake at the sounding of 
Reonx’s hammer, many of them found theit 
‘way into the alignments of the gods through 
their inherent natures, The elves were drawn 
naturally toward the Good alignment while 
ihe oes were doses wo chur EL The 
analy of the would were Neural aypect 
and cane slenily under the Uoniain of the 
‘Neutral gods. 

Lowever most woridrous were the spirit 
dalled: the Matan, meaning “Free-willed 
‘These wete men pho pomcised the ability to 
‘hou their dewliea Not placed at any of 
the theee poles of the gods’ tangle, humiens 
‘wing in the middle of the triangle from pole 
(pels to pole, Ths choice ant few gene 
(pret meso the uatvoe'aad propels 
Brwsed 

‘Not only does man give motion to the uni. 
verte, but he abo Inpiet the ethet tess to 
fecib: Thi thew anche meee pled ofall 
thesal that awakened 


























the Law of consequence 
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the law of 


Consequence 


Each ofthe three alignments in the universe 
of Krynn espouses its own philosuphy. These 
philosophies are the roots ofall moral action 
in the world of Ki 

1, Good Redceans its Own: Also known as 
de Law of Paladine, this statcment reflects 
the approach of all the gods of Good in their 
cfforts to advance truth and knowledge in the 
universe at large. Good secks to forward its 
goals and aims by redeeming and recalling the 
Jost members of its flock and bring about the 
advancement of the universe by compassion 
and justice 




























































































2. Evil Feeds Upon Itself: Also knowa as 
the Law of the Dark Queen, this reflects exis 
belief in natural selection through the elimi- 
nation of weaker beings. Chaotic Bvil'sobjec- 
tive in the universe ithe supremacy of might 
‘without any moral considerations whatsoever. 
Laval Evil's objectives are similar, but it seeks 
toattain supremacy through the eigid applic. 
tion of a morality of strength. 

3. Both Good and Evi Must Exist in Can- 
east: This is known as the Law of Gilean ot 
the Doctrine of Shadow. This is the primary 
potition of the Neutral gods who see the 
Siversity of bath view points as balancing one 
another on & universal scale. Should either 
side dominate, Neutrals maintain, chen the 
tuniverse would be either al light or all datk 
without any contrasts to bring focus or pur 











Sr 


pose, Neutrals objective is unity in diversity. 

4. The Law of Consequence: This final law 
was given by the High God himself to rule 
overall othe laws. For every law aad role that 
is obeyed there isa reward and blessing: for 
every law transgressed there isa punishment 
Blessings and punishments may not come 
about immediately, hut they occur eventually 





‘A proper DRAGONTANGE® game bases 
its campaigns and its morals around these 
princl ting the power of tiuth 


‘over injustice: good over evil, and. aan 


con 


ood conequences for goud ucts and 
sejieuces for evil as 
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the constellations 
of krynn. 





Lot in Life 
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Characters 
m Krynn 


‘Those who find their way from the heavens 
to their mortal existences upon the face of 
Kayan receive thet lots in life. This i not to 
say that this is all chat a soul may become in 
the world—fae from it. Because of the gift of 
the High God to all humanity, free will brings 
to the circles of the world an infinite number 
of people and viewpoints, It is up t0 you to 
determine who you became and what you do, 

‘Yetin che beginning you start with a certain 
lot in life—a classification as to who you ate 
and what you may become, These classifica 
tions have existed since the beginning of time 
Some of these character types ate universal 
and exist no only in Krymnt, but also on other 
worlds fa from the sight and knowledge of 
the Tiuc Gods, Suill others are unique to this 
world of Krynn and exist nowhere clse in al 
the universes. 





Standard Glasses 


While there are many more clases than are 
piven here, these are the ones you are now free 


to choose. Of those classes chat are common to 
many different universes, the following are 
possible for you in your sojourn in Krynn, 
‘These ate types that are truly universal. Also 
listed are those types that are unique to the 
realms of Keynn—these appett in italic type 

Clerics (heathen): Cleties who worship 
{gods other than the True Gods are considered 
heathen cleries in the. world of Krynn, They 
are powerless and receive no blessings from 
the gods. This class of characters includes cler- 
ies from other universes who have somehow 
come to Krynn by chance or design from those 
other teal. 

Diuids(cathen): As with heathen clerics, 
this refets to that class of druid thac has come 
from beyond Keynn, They also lose. their 
powets upon coming to Krynn. 

oly Orders of the Sars: This tcl refers to 
the three general categories of clerics chat 
serve the gods of this universe. These follow 
the lines of Good, Evil, or Neutrality, Within 
these three divisions are found the cleries and 
anders of each of the gode individually, Each 
onder does sewice 10 its god and gains ite 
powett dependent upon the spheres of influ 
fence which that god holds. As there are six 
separate gods in each of these divisions (nor 
counting the gods of magic), there ate no 
fewer thae 14 separate Thie Gads who main 
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tain a vatiety of orders each. ach has its own 
power and sphere of influence that deter- 
‘mines the powers that its priests have. 

Fighters: Those of might and_ weapons 
‘These da battle for others or for their awn pur- 
poses 

Barbarians: Savages of the wilds, Though 
undisciplined in the ways of civilized nations, 
they ae fierce watriors and have empachy with 
nature, Barbarians in Krynn generally come 
fiom the northern reaches of Eigoth and dhe 
badtands of Kus 

Rangers: Wilderoess masters, These folk 
tawvel the plains of Krynn far and wide and are 
well versed in wilderness lore. They gencrally 
come from Notdmaar regions as well as the 
plains arcas aboue Tarsis and Abanasinia, 

Gayaliets: Noble Knights of kingdom, 
"These are always found in service of indivi 
kingdoms and may be considered candi 
for the Knights of Solamnia. 

Paladins: Knights in the cauve of good 
Like cavaliets, these men ate in single service 
rather than to the greater Knighthood of the 
Solamnie Orders. Their obedience and fealty 
fs sworn not to a monarch but to a deity of 
good 

KaighesofSolamnia: These ae really thtee 
disinet orders grouped into one. The otdens 
ate the Knights of the Crown. Knights of che 
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tRavelers fRom the Beyond 
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Sword, and Knights of the Rose. A candidate 
for the Order of the Sword must frst have 
attained certain fame as 2 Knight of the 
Crown in order to be accepted. A candidate 
for Knight of the Rose must have done like 
wise 25 a Knight of the Sword before being 
accepted. These Knights and their Orders of 
Honor have been altemately praised and 
feviled throughout history They maineained a 
steadfast code af honor and enforced 4 with 
both might and justice throughout their long 
history 

‘Magic-Users (renegade): There are those 
magie-users ‘who attempt to utilize thelr 
powers outside the moderating influence of 
the Orders of High Sorcery, Those who do are 
Called. ugic-users by the common folk but 
age referted (o a9 renegade wizards by those of 
the Onder of High Sorcery, These ae eutnestly 
hhunted down by the ordec vo emtce them co 
join the order or destroy them if they celuse, 
Renegade wizards have a short life expectancy 
on Ktynn. 

Mlusionists (tenegade): Renegade illusion- 
inxs ate those whose powers lie outside the 
spheres of the three moons (see page 27). 
They ate treated the same way ar renegade 
magic.users. 

Wizatds of High Sorcery: Thete ate thteo 
types of High Sorcery Wizards: White Robe 
wirards, Red Robe wizards, and Black Robe 
wizards: They control all magic on Kryna 

‘Thieves (Handlers): Here is a fellow who 
will steal ftom anyone, In most Krynn socie 
tes, this type of behavior is nor only con. 
demned but punished severely. The only 
exceptions to this rule are the kendet. These 
diminutive people, while embodying the 
‘raits and bilities of thieves, call themselves 
"handlers" since the term thief denotes one 
‘who steals for guin, Handlers, on the other 
hand, do n0t steal for personal gain, but sim- 
ply out of an outrageous cutiosity aboucevesy= 
thing and everyone. at all times. Kender 
hhandlers ate just as likely to leave something 
bbchind as to take something new. See Kender 
(pte 51) for a more complete desetption of 
this race, 

‘Thief/ Acrobats: These characters not only 
have certain sleight of hand ckille of thieves 
but also the additional capabilites of acrobat: 
ic movement, 








Travelers from 
the Beyond 


One of the many wondets in the universe is 
the question of where the inhabitants of 
Keynn come from, Are some nor of Reotk's 
forging at the beginning of time? Many have 
been the rumors of ravelets who have croszed 
the voi of the night sky ot come by hidden 
pachs ftom worlds aot of Krynn, 

If you find yourself face to face with one 
wha is nar of Krynn, be wary! Strangers may 
‘hot understand your customs or your thiok- 
ing. 

‘Those who come to Krynn from other 
worlds may find more than they bargained 
for, The gods of Krynn have secured their 
‘world against such incursions for fear of upser- 
ting dhe balance of che world, Tete is 419 
per day cumulative chance that character vs- 
iting Krynn from other worlds camot rewum 
actoss the void to his home wold. This pet- 
sentage is checked any cime an attempt is, 
made, Those failing this check remain on. 
Keynn, This pereentage never gets any higher 
than 989%, 

“Another problem is chat Krynn’s systems of 
government and finance ace different from 
‘most of thote in the known universes, What 
ray be greae wealth in other worlds is worth 
litle hete, ‘The gods of Krynn are unlike thove 
in other realms and do not readily recogai 
‘worshipers from other worlds. Renegade wia- 
ards who demonserace power without having 
firse passed the Test of High Sorcery (see page 
34) are hunted by all members of that orcer in 
Krynn and brought before the council for juse 
tice, 

‘Thieves who may find easy pickings else- 
‘where discover that law and justice in the cities, 
of Krynn are swift and complete, ‘Those few 
voyagers who have traveled from Keynn into 
the worlds beyond report strange things 
indeed, Gnomes find chat there is x 105% 
chance of failure for their devices whenever 
the gods of that realm take a dislike co them, 
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General limitations in keynn. 
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gain experience points and: go up in levels 
than ir is for chose who ate tuly first level. 

Jf the cavalier or paladin recumns to his origi- 
nal world, he can assume either his previous 
experience points and level or use chose hie 
acquired as 2 Knight of Solamnia (whichever 
is higher). 











‘Maxic-User/lIllusionists: No. decermina- 
jon of which order de magic-uses will follow 
is made before he teaches 3d level (see Wise 
“ands of High Sorcery, page 27). The Wizards 
‘of High Sorcery make no clearcut distinesion 
eeween magic-users and illusionist, as 
‘opposed to the situation in many 

igames, What wizards ate or believe is pretty 
‘much lef up co them prior to 34 level. 

Magic-users. and illusionists from other 
‘ampaigas and who are over 3d level are 
immediately branded as renegades. The rales 
for renegade wizards ate found in the Wizards 
of High Sorcery. They must either join the 
fordet or be hunted by: them. Ic is almost 
always a quick and tragic end for renegades 
tunless they join the orders. 

Characters of other classes revert to, their 
major clases when they enter: Keyna, with 
experience points equal to the mid-poine of 
their, current level. Monks. for example, 
become heathen cletic of equal level, These 
are no assassin eliaracters in Kiyun, These 
‘would beeoine thieves. 














General Limitations 
in Krynn 


Player charactets in other worlds can 
advance to unlimited levels, buc not in 
Koynny Once player barter adraes 
18th level, che feel that 
pening it eas aes or 
Fortunately for the lavers of Krynn, advance- 
‘ment beyond. 18th level is not mandatory. 
‘Your PC has the usique ability to tefuse such 
advancement (and thereby stay within the 
world of ‘Ktynn). Teis up 0 you, 
Those few ‘who temain in the 


See level dosocither! een 





ay eames 


say that she grants such boons without 


reason, The ‘rule is that PCs who 
pee eth ee tetas 
‘meni 
they edaoed bapa can Ge gttoretine 
them fiom Krynn, 


What's Your alignment? 


aH ‘question comes up often in AD&D 
in Keyna has important 

recs char ie vary eitelvar ro x vara 
AD&D campaign. The types ot spells availa 
bletoa magi-useror deticand the abliiesof 
a Knight of Solamnia are all affected by the 
‘character's alignment. In most AD&D? cam. 
paigns, the player chooses the able of 
his PC and then tries to act accordingly. Align: 
ment in Keyan is handled differently. The 
ligament of a PC is determined by his 
actions, not the other way around: 

Characters in. Krynn declare their moral 
‘alignments (good, neweal, or evil) xt the 
beginning of she game) though somedities 
character class deretinines the suring align: 
ment. For example, Knights of Solamnia who 
begin as Knighis of the Crown havetheir mor 
al aligament set for them inidally'as good. 

DMs can use the Character ‘con 


actions, Each PC’s moral aligament starts at 
the midpoint of his chocen aligameat on the 
chart. Each time’ the PC an action 


that the DM decides is outside the bounds of 
the PC's curtenc alignment, che DM marks the 
PC's new aligament. position on’ the chart 
from 1 to 3 points in the’ direction of the 
action performed 

‘Asa character shifts alignment. he passes 

into a gtey area between the alignments. Phi 
‘area warns the PC that his actions are ‘not in 
line with the beliefs of his alignment. A char 
acter who entets a grey area incu the follow= 
ing effec: 


Ack whiconponens 
+1 to own artnor class 

Win: 10% fils 6 eeall™ 

Cletic: 1096 fails:to recall. 


“When 2 wizard ateempes to use any spell, 
oll 14100. chess 10 ScSen tne 
‘be teralled and does not 
Note that the player would not 
Bios tone el ee eae 


"ns nao fl al spl in te 
same way. In addition, cletical spells thar 
special ro the god the cleric serves (eg. tar 
ing spells to Mishakal} hase 2 20% chance of 
‘abt being acquired for the 

Solamnia whe have clerical 

sane aanes bares 
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When « PC's sligninenn pases fom the 
Btey area into another alignment, shift the 
state sco the mipoin of he 
anew alignment. (The: poole being in 
‘the tianstion area between alignments go 
famay, but on the PC is subject to the atric: 
‘tures of his new alignment.) For example, if 
oe salen from the 
‘and neutral into the 
fe cece ee sean 
‘middle of the neutral area: This prevents a PC 
‘from bouncing back and forth between align. 
-ments too exaily, Ir also makes him work hatd 
ithe wants to regain his old alignment. When 
a pes in alignment occurs, do not inform 
hat is BC has jus changed align 
= ait until he tries to perform an acti 
that depends on his alignment, then tell hin 
it doesn’t work. Ir's up to the player to realize 
-whar happened and how to fix i 
‘of alignment can have drastic con 
sequences for certain character classes. Clerics 
‘who change heir alignment are considered 
eo 
weit spell-casting abiliies unuil hey either 
anes find another god to serve, Wizards 
a ee 
who then become rene- 
sade pus 3a ove rel Ince 
however, they revert to the 
tabs theicage alignmens and de as have 
fut new powers as do clerics, Knights 
Sani ene ae, 
pm gtace—they become ters until 
tr redeem themselves. 
‘outs, doing deeds that ate in line with 
theie old aligaments tend to shift them back, 
special abilities and aids that each of 
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knights of 
Solamnia 


The Knights of Solamnia were once the 
{greatest order of chivalry in all the history of 
‘Krynn, Now their entire way of life shifts in 
precarious balance between the Code of Hon. 
for and the truth of whae the world has 
become 


the Origin 
of the Knights 


The Knights came Inca heing nearly 7,000 
yeats befor the Wa ofthe Lance, during the 
‘Age of Dreams, rising like a phoenix from the 
‘shes of che empire of Ergot. 

Vinus Solumnus, commander of the 
Ergothian Emperor's Palace Guard, ser forth 
from the capital city of Daltigoth to squash 2 
rebellion brewing i the cordhaster reaches 
‘of the empire. However, Solamaus, x tue and 
honorable man, found chat the rebellion was 
well justified, 'Solamaus called his «toops 
together and presented the case of the people. 
‘Any kalghta whe believed in the cause of the 
tebels were enteaed co stay. Those who did 
not were given leave to return to Daltigoth, 
Bren though his men knew that doing #0 
‘meant exile and possibly death, most chose to 
fia Wh Solaaoon 

"Ts began the Wat of Ice Tat. Although 
Frgoth was in the gtip of che most terrible 
winter ever chtaneled Solamaus and his ded. 
icated army of knights and frontier nobles 
‘matched on Daltigoth and taid siege to it 
Solamnus personaly led daring rade into the 
city. Within two months, the eapital fell as a 
revolt of the people forced che emperor to sue 
for peace. As a result, the northeastern plains 
of Ergot, fiom the Vingaard Mountains to 
the Estwild, gained its independence, The 
grateful people of that region chose Visas ax 
their king and named their new counuy 
Solamnia in his honor. Although ic nevee 
attained any great power during the rest of 
hit Ags, Salata becuse gaioe geist wit 
honesty, integrity, and fieree determination. 

‘indi knew that those who followed hie as 
rules of Solamnia might nor be as honorable 
as he. Thus he organized the Knights of 
Solara 

‘The tale of thei otigins is bound up in the 
sioy of the Quest of Honor chat elle of Viaas 
Salarnnu jarney in seach of true honoe 

"The story went something slong these nes. 

















In che year 1225 PC. following his coronation 
4s the king of Solasmia, Vinas Solamnus was, 
beseeched by the Lords of the Northern 
Reaches. They had recently broken frou: the 
‘tyranny of Ergoth and now looked to Solam- 
‘nus t0 unite them. Solamnus could not see 
hhow this could be done in the light of their 
‘conflicting ideals and customs. So it was chat 
he set off on a quest to find the answer to his 
dilemma, He left the united kingdoms in the 
hands of his liutenanes and journeyed into 
the wild 

After many weeks of searching and tral, he 
came at last to Sancrst Isle, Thete in that wild 
place he found a glade and offered supplica- 
tion to the gods on a black granite stone in the 
centct of the clearing. Thice of the gods of 
‘Rood soon came to him: Paladine, the god of 
balance, justice, and defense; Kiri¥Jolith, the 
od of jusc warfare: and Habbakuk. god of 
rood nature, loyalty, and the elements. 

In dat glade did they oudine for Vinas the 
model of « Kaighihuod that would last down 
the centuries. Three sepatuic Orders would 
balance one another with high ideals, each 
pattemed after the ideals of the gods who 
‘came to Vinas's aid that day. Some versions of 
the ale say chat Vinas was abo shown the 
deaf of th Knight ter vio el of 
the Knighthood rising again and again in 
[og a nea 

‘As a final blessing, the gods transformed 
the stone before Solamnus into « pillar of 
translucent white erystal. This sanctified the 
‘glade and sealed the unity of these three gods 
in their commicment to uphold the Knight- 
hhond eo long as the Knights walked in honor 
and worthiness. 

‘Two other legends relating to Solamnia and 
the Knights come from this period of time 
Bedal Brightblade was 2 hero said to have 
fought the desert nomads co standstill hold- 

ig 4 pas inco Solamnia singlehandedly uncil 
ip came. His sword Brightblade was said to 
be of dwarven nuke and never rusted or 
dulled despite vigorous we. His womb is 
somewhere in the far southern mountains it 
an unknown location. Iris rumored that Bedal 
‘will return to aid Solamnia in its time of need. 
Scutm Brightblade, of great renown duting 
the War of the Lance is said co be a distant 
descendant of ths legendary figure. 

Huma Dragonbane, known a5 che most 
perfect of the Knights, gathered together « 
group of heroes to destroy the dragons and 
rive them from the lands of Solamnia 
Hiuma’s legend, compiled by che great elven 
bard Quevaien Soth, i fragmented now. 
Many doubt thar Huma ever really existed 
‘But the story ofthe lat battle between Huma, 
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and the Queen of Darknesé i still told, along 
With the tragic love Huma hore for 4 silver 
dragon. 

‘Huma managed to slay the evil dragon- 
leader with the silver dragon's help, but in 
doing 39 he sustained a mortal wound, By 
some accounts, Huma died on the field of bat- 
tHe; others, however, say unat he lingered for 
days in such pain chat dhe gods themselves uf. 
fered in sympathy, inflicting terrible drundei~ 
sous upon the land, T this dy, you find 
people who claim that lightaing and thunder 
strike the land in memory of Huma’s agony, 

Huma was buried with great reverence, and 
for many years those who aspired to join the 
Knights made pilgrimages to the tomb of 
Huma, which—so legend had it—was carved 
in the shape of a silver dragon, As the world 
descended into evil, the road to Fuma’s comb 
hecame dark and dangerous to travel. Soon, 
people hegan to question Huma's very exist: 
ence: the location of rhe tomb and his body 
were forgotten. During the War of the Lance, 
the Tomb was again discovered and with irthe 
source of the special metal used to forge the 
fabled Dragonlances, Though the tomb was, 
Touunl, Hurt’ remains were not discovered, 

‘Through wats with bordering stares, the 
Thied Dragon Was, and Solamnia’s subse- 
quent rise to power duing the Age of Might, 
the Knights of Solamnia remained uue w the 
model established by their great and long: 
dead king, 


Cataclysm 
to Present 


‘The Kingpriese of Istar brought down the 
‘wrath of the gods upon Krynn, and the gods 
punished the people for thete pride by casting 
a fiery mountain down on the land. ‘The 
destruction and desolation caused by the 
disaster disrupted the world for months 

Although theit land had been spared the 
worst the blow, the people of Solamaia sill 
suffered greatly during this time. Evil crea- 
tures, long banished from Krynn, rerurned t0 
‘the land. Many of te Knights perished fight- 
ing the unknown and unspeskuble horrors 
that ravaged the countryside, 

In the end, it was the common people uf 
Solamnia who cast the Knights into disgeace 
For centutics, the Knights had kept the peace 
‘and safety of the realm. Now, in the hour of 
their most desperate need, ie seemed that the 
Knights were powerless. Rumors began to 
spread that che Knights had foreseen the com: 
ing of the Cataclysm and had done nothing to 
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sop it. Some Knights, ie was said. actually 
intended ro prof bythe disaster and increase 
their land holdings 

Indeed, there was some truth to these cales 
but it was not the Solamnic Order's doing. 
Lord Soth, a Knight of the Rose who nuled in 
the far northeast reaches of Solamnia at Dat- 
gard Keep had, in fact, been watned by his 
elven wife of the calamicy that was coming. 

Bur Soch had dark secicts wo keep, He had 
wed the elf woman in secret though he was 
already mutsied co a barren woman of human 
royalty. Having fathered a child by che elf 
‘woman, he then murdered his frse wife and 
claimed that she died in childbieeh. The child 
of the elf woman became his heir and he 
claimed the elf woman as his lawful wife, 
‘When wamed of the impending doom of the 
world, Lord Soth rode forth with bis loyal 
Knights behind him. Yet waiting for him 
along the way was a troop of elven clerical 
‘women who stopped him. They knew of his 
datk deeds and persuaded Soth to turn back in 
exchange for their silence. 

Soth tured hark and the Cataclysm took 
place. The elf woman and his child were con- 
sumed in a terrible fire before Soch’s very 
throne. He returned to the keep to find the 
image of theit bodies bumed ino the stone. 
No rug would cover it widout being con- 
sumed, No brush woukl remove its sain, 
‘Thus did Soth sit um his throne neil he, to0, 
died but eveu dea the gods would not grant 
hhim selief from his torment, His Knights, 
blind in their obedience co his will, remain 
‘with him sell as skeleton warriors. The elven 
clerics reside there as well—banshees who sing 
‘cach night to the fallen Knight of Solamnia, 
telling of his fallen and never-ending punish 
ment 

"The terrible deeds of this Knight di great 
injustice to the Knighthood asa whole. Refore 
long, Knights were jeezed in public and open- 
ly reviled. Datker acts were also committed: 
Knights were foully murdered. theit castles 
‘and homes invacled, and their families sain oF 
driven into exile. So it was that the Knights 
silenely disappeared from the knowledge of 
men. The Kaights who remained found 
themselves forced 10 roam the vountryside in 
secret and under false names, les they be dis- 
covered. Still, they kept ther ideals and thei 
honor, and did what they could co fight the 
rowing evil in the world. A few Knights who 
found their loss of status intolerable left their 
hhomeland and settled across the waters on 
Sancrst Isle. To this day, a serong group of 
Knights cxists there, while only covert organi- 
zations survive within Solamnia. 























The Organization 
of the Knighthood 


‘The organization of the hes 
changed litte from the Age of Might. The 
‘Great Circle of the Kaighthood has long since 
been moved from Vingaard Keep to its cur 
rent home at Whitestone Glade on Sanctist, 
with Castle Wistan nearby. 

‘The Knighthood is ruled by the Lord of 
Knights. This position, however, has been left 
‘vacant since the time of the Cataclysm due 

1 the difficulties in calling a Grand 
Citele of Knights cogether in sufficient num- 
bets to elect a Knight from eligible candi- 
dates. With the reestablishment of order 
throughout the continent of Ansalon, the day 
‘of appointment will soon be at hand. The 
position must be filled by one of the High 
Knights: either the High Warrior the High 
Cerise, or the High Justice, At least 75% of 
the exablishied Circles of Knights must send 
wu teprescacatives to vote at the Grand Cir 
cle. Once appointed, the Lord of Knights 
scives for life unless he is found guilty of « 
breach of honor by a Knightly Council, 

‘The will of the Lord of Knights is carried 
‘out by the High Knights through their respec 
tive Ordets, The High Warrior commands the 
Order of he’ Roce; the High Clerist com. 
mands the Order of the Sword: and the High 
Guardian commands the Order of the Crown, 
‘These are nominated and elected by members 
of theit own Orders without influence from 
the other ewo orders. All Knightly Councils, 
however, mits he led by a contingent of hice 
ranking knights, one from each of the Orders 
‘of Knighthood. 

Individual cells of knight exis throughout 
Ansaloa. Some of these are in vouch wich the 
Grand Circle in Sanetist, but many still ate 
not. These groups of Knights exist 
rently in most townships and all cities 
tHuoughout the continent. They are there to 
give aid and reccive che pledge of any local 
Knights of Solamnia. Some of these Cirles 
‘exist openly and ate easy to find. Such Circles 
arc found in Sancrist, Palanthus, and ocher 
places where the Knighthood has always been 
‘welcome. In places where the Knighthood is 
still viewed suspiciously (such as Nordmaar ot 
“Tarsis) or even banned (2s in any lands under 
Dragon Highlord control), these Circles exist 
clandestinely and cheir meetings are held in 
secret. 
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the Oath and the 
Measure 


‘The organization of the Knights has aot 
changed substantially in the lst 1,800 years. 
‘The Knights subseribe co two codes: he Oath 
and the Measure. The Oath is simply: “Est 
Salarus oth Mithas" (livraly, “My Honor is 
My Life”) 

‘The Measure is an extensive set of laws, 
‘many volumes in lengeh, that defines what 
honor actually means. The Measure is compli- 
‘cated and exacting; only a brief summary of ts 
Jaws are given hete. Iris imporrane to emem- 
ber chat exact and unquestioned adherence to 
the law is the goal ofthe Knight. The greatese 
probleun facing the Knights at che time of the 
‘Wat of the Lance was that the spitit of the 
‘Oath had left hem, Only the rigid, unbend- 
ing shell of dhe Measure remained, The 
Knights learned that honor does noc li in the 
veel and dusty codes of dhe Mewsure, but in 
the heart of the trac Knight. Though tis les- 
son was hard and costly and leatned only slow= 
|y, it eventually promises to make the 
Knighthood a shining example and power in 
the woeld agai 

The Oath and the Measure were compiled 
from the writings of Vinas Solamnus and his 
successors. The whole of the Measure event 
ally consisted. of thirty-seven 300-page vol 
‘umes. The following are some excerpts from 
the Measure 

“The Oath governe alla Knight i and does, 
Ic ishis life's blood, more sacred to him than 
life itself 

“The Measute of 2 Knight is taken by how 
well he upholds the Oath, We judge a Knight 
against the Measure and by the Measure. The 
Measure of te Rose deals with holy wisdom 
ong the Kaighs, The Measute of the 
Sword deals with the discipline of Honor 
‘amiong Knights. The Measute uf che Crown 
deals with the disciplines of Loyalty and Obe- 
dience:” 

“No Knight found wanting in the Measure 
of any Order shall command Knights on the 
field of battle nor council with chem until 
repented of his unknightly deeds.” 


the knights 


of the Crown 


and their Measure 


The Order of the Crown exemplifies the 
ideals of Loyalty and Obedience in all that a 























Knight is and docs. Loyalty i the unquestion- 
‘ed promise of 2 Knight to a higher power and 
authority. Loyalty is 2 treasure valued only 
‘when ics justly given, 

‘Those vo whom loyalty is due includes the 
following: the just before Habbakuk and all 
that is good, those oppressed by evil, and 
those monarchs who by decree and common 
consent of the Kaightly Councils are in good 
standing with the Knighthood and deserving. 
of its honorable loyalty and protection 

Acts befitting a Knight of the Crown 
include these: unquestioned obcdience 
those whose authority is righteously main- 
tained in ehe Knightly Councils, dedication to 
the ideals of che Measure, loyalty co brother 
Koights of all orders, and all other aces thar 
cause the strengthening of loyalty among the 
Knights. 

Responsibilities of a Knight of the Crown: 
forfeiture of 109% of all wealth accrued by the 
Knight, service and aid to any fellow Kught 
‘who is about the business of his order and 
requires assistance. service tothe kingdoms on 
the List of Loyalty as compiled by the Grand 
Circle of Knights, 


the knights 
of the Sword 
and their Measure 


‘The Order of the Sword combines the pur- 
‘est ideals of heroism and courage with, the 
power of the gods of good. Courage is tactfice 
tothe ideals of honor; cis the well from which 
true honor draws its life. Heroism inchudes 
acts of might in defence of sactifice and honot. 

‘Those to whom heroism is due include the 
following: the weak and the opprested, the 
enslaved. the poor, the falsely imprisoned 
fellow Knights in need, and the defences. 

‘Acts befitting a Knight of the Sword: fac- 
ing evil without concem for personal suffer- 
ing, accepting the challenge of combat for the 
honor of the Knighthood, defending the hon- 
(or of the Knighthood, defending the honor of 
‘fellow Knight in good standing, protccting. 
the defenseless and weak 

Responsibilities of a Knight of the Sword: 
forfeiture to the coffers of the Knighthood of 
all wealth save that required for upkecp, pay 
|homage to the gods each day (though in 
of great hardship, once in a quartetmonth is 
still a seemly practice), never decline combat 
‘with an evil opponent nor fee from such com 
bat regardless of the strength of che enemy, 
protect the weak and the defenseless wherever 
the need arises, abstain forever from the use of 
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Knightly powers for unrighteous seasons 


‘the knights 
of the Rose 


and their Measure 


The Order of the Rose exemplifies honor 
‘guided by wisdom and justice 
‘Wisdom is the strength of honor and ability 
applied in the service of just causes. Justice is 
the hearc of the Measure and the suul uf « Rose 
Knight 
beings t 








zardless of theit stations, posi- 


tine, or belies have equal claim wo corps 





sion under the Measure. Deeds befitting a 
Knight ofthe Rose include the following: tak- 
ing compassion on the less forunate, sacrific- 
ing one’s lite for the sake of others, giving no 
thought to one’s own safey in defense of the 
Knighthood, protecting the lives of fellow 
Knights, secing that no life is wasted or suct- 
ficed in vain 

Responsibilities of a Knight of the Rose: 
forfeiture of all wealth accried as a Knight 
save for that needed for the upkeep of any 
principalities under the protection of the 
Knighthood, ro honor the gods of good at all 
‘Games and in all ats, ro fight for justice with- 
‘out regard ww personal sufery or comfort, to 
never submit to any evil foe, co sacrifice all in 
the name of honor. 


Knights 
Of the Crown 


All thote who wish to become Solamnic 
Knights must first enter into the Knighthood 
as squites ofthe Knights of the Crown. This is 
‘nue regardless of what Knighthood they will 
eventually serve. All Knights begin here with 
taining in the virroe of loyalty 

‘Candidates for the Solamnic Knighthood 
must be presented to a Knightly Council and 
be sponsored by a Knight in good standing. 
from any of the Orders of Knighthood. After 
‘the entire group of candidates is presented, 
the group swears an oath to the honor of the 
Knighthood and to the causes of the Crown, 
Al swear allegiance 1 the Order and the 
ideals of the Kaights of Solamnia. 

If there is no dissent from de Knights, and 
‘no question of honor regarding the candidates 
is brought forth, then all ae accepted into the 
Knighthood as squires. Any question of honor 
of an individual requires that che individaal 
’be removed from the group of candidates and 
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be questioned separately afer the rest of the 
candidates are aecepted. IF the question of 
honor is dismissed, then the candidate is 
accepted normally. If the question is found 

‘the Couneil, then the candidate i dis- 
‘missed until the question of honor is saisied. 

Knights of the Crown advance in power 
mote quickly than the other Knights, pardy 
due tothe face that theit order is tess demand 
ing than the others. While this benefic is cer- 
tainly a good one, itis also cue thar their 
special powers ate quite limired. 

Knights of the Crown are swom to protect, 
serve, and give aid to any kingdom on the Lise 
of Loyalty. This list is maintained by the thece 
High Knights and is updated periodically. 
‘The Knighs are not sequired to follow che 
commands or laws of these kingdoms should 
they be out of harmony with the Code or the 
Measure. This rule holds trae for members of 
all the Knighthood. 

‘The Onder of the Crown takes its Measure 
from matters of loyalty and obedience to. 
authority of the greater Knighthood through 
its High Councils and commanders. Examples 
of acts befitting the Measute of the Crown’ 
unquestioned obedience to. those whose 
authority is righteously maintained in the 
Knightly Councils, dedication to the ideals of 
the Measure, loyalty to brother Knights of all 
‘Orders, and all other acts that cause the 
strengthening of loyalty among the Kaighss. 

















knights of the Crown 

| Kaights of the Grown ate variants of cava 
iets as described Unearthed Arcana. While 
theic experience point advancement is} 
‘al rothat class, there-are many important dif- 
ferences. Read the following section cascfully 
to be sure you understand those differences. 











* There is only one High Wartior io cach 
Gder and he is chosen uxording to the Mes 
sure All other Kui who bare affine 
“expericnce points ro acain this level may doo 
‘pac sau the die of Lond Werfor uno sock 
‘dane as they are elected to take the position of 
High Warrior ate 





‘Weapon /Nonweapon 


as 
Initial 33 
‘Added 1/1 pee? levels 


Special Abilities: Unlike the cavilicr of 
paladin, this character can use weapon special- 


‘These Knights ate rewarded accords to how 
‘well theie deeds exemplify the eed of the 
Knighthood. Any Knight who performs:his 
ities to the ends defined by the Code and 
the Measure will be tewarded with 10% 
experience polit bonus above any other 
bonuses he normally receives: 
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knights of 
the Sword 


Upon completing his squire duties in the 
‘Onder of the Crown (reaching 2d level). cach 
Knight candidate has che option of either 
entering that Order and continuing his alle- 
Biance to that group and its ideals ot of excr~ 
ing into the Order of the Sword. The 
ambitious Knight who wishes some day to 
enter the Order of che Rose must first rise 
through the Order of the Sword before apply- 
ing to the Order of the Rose 

In addition, every candidate who wishes to 
join dhe Order of the Sword must firet com- 
plete a quest. According to the Measure, this, 
{cst must be a witnessed deed of heroism and 
valor that upholds the virues of Knightly 
hhonot and good. 

‘When such a deed is done, the Knight most 
then be presented before 2 Knightly Council 
and there che tale of his deed is told. The can- 
idace is accepred as 4 Knight of the Order if 
the tale and deed ate acceptable to the presid- 
Ing Lord Knight ftom the Order ofthe Sword. 
Ino Lord Knight is present, then the highest- 
ranking Knight of the Sword can adjudicate 30 
tong as it isa lawful council of Knights, If 0 
lawl council can be convened, thet the mat- 
teri co be set aside until such ewuneil can be 
convened. Any Knight candidate who feels 
that he has been unjustly found wanting in his 
deed and tale may take the master up before 
the presiding council of the Kaights 

‘While Knights of this order have previously 
Jeamed dice skills dusing their training with 
the Onder of che Crown, they now begin their 
Studies in the basics of heroic honor and wor- 
ship of the True Gods. The first duties and 
tasks of the accepted Knight candidate are 
learning the basic disciplines of the cleries and 
the requirements of the gods of good. No 
Koight who espouses anything but the vinues 
of good over evil or chaos is ever accepted into 
these ranks. 

‘Although Kaights of the Sword do nor 
attain power, wealth, of position in the wotld 
‘as quickly as those of the Order of the Crow, 
they achieve these things faster than dhe 
Knights of the Rose. 

After taking their initial training and dem- 
consteating abilities and commiunents ro the 
gods of good and their idcals, a Knight of the 
Sword who is of royal blood may elec to enter 
into the Order of the Rose. In later times, the 
stricture about royal blood has been generally 
ignored (sce Knighes of the Rose). 

‘Kaights of the Sword, in addition ¢o their 
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normal dutics as warriors in the defense of 
truth and justice, often represent the power of 
the gods in cerain limited ways. The Knights 
‘of the Sword acquire some healing powers and 
the abilities of foresight and prophesy. This 
was not always true, During the Cataclysm, 
the Order of the Sword lost its High Clesist 
and with him went the mitacles which this 
Order once performed. While the Knights 
still functioned as limited clerics, their mira 
cles whete ascribed to witcheraft and sorcery — 
an offense against the people which was 
usually punished hy eeath if the Knight was 
caught 

Unlike clerics, who gain their miraculous 
powers on a daily basis, the Knights of the 
Sword can only acquire their spells on a week. 
‘o-week basis ws a result ofa day of fasting and 
prayer, Wheu x Knight joins this order, he 
designates a day of worship and medication 
during which he supplicares the gods of good 
for his powers for the following week. These 
powers, once gained, remain with the Knight 
until they are expended, regardless uf the 
amount of time that pastes beeween the day of 
prayerand their use, However, as wth clerics, 
the power gocs away once used and can only 
be regained through another day of prayer 
and sapplicaton on the appointed day ofthe 

During thac day, the Measure decrees that 
the Knight cannot cake part in combat, texp 
financial gain, or uter harsh words to another 
person. The Knight cannot travel unlee it io 
done in silence and at least three hours of the 
day are spent in solitude for meditation, I i 
sald thar no heast will acack ehe Knight on his 
‘day of meditation so long ashe remains enue to 
his vow. Those who break theie vows on a day 
of fasting. however, have twice the normal 
hance for evil encounters on that day 

‘As a general rule, the more powerful the 
le desired. the greater the time that 
must be spent in meditation to receive the 
blessing from the gods. 

‘The Sword Knight doesnot have wo observe 
cach appointed day with a full fat; this is nec 
essary only when his need for power is great, 
On those occasions when the Sword Knight i 
not in need of any great powers, then he is 
only required to offer up one hour of medita 
tion on the appointed day. He can then per- 
formall ie other duties as on any other day, 30 
long as he performs this ceremony. The knight 
‘who does not meditate foran howe some time 
between dawn and dusk incurs the same weath 
a those who break their fast when praying for 
teat powers 

‘The Order of the Sword takes its Measure 
fiom affairs of courage and heroics. Examples 








of acts beflting the Measure of the Sword 
facing evil without regard to personal suffer- 
ing, accepting the challenge of combat forthe 
honor of the Kuighehvod, defending the hon- 
orof the Knighthood, defending the honor of 
a fellow Knight, protecting the defenseless 
and weak, 


Knights of the Sword 
Game Oata 


Minimum Requicemens; No character 
‘tarts ourasa Koight of the Sword, Chatacters 
an only sucemipe r0 enter this class after ist 
ising to 2d level a a Knight of the Crown and 
tes ages points to gain jd 
wel there, At that point, the character must 
“speak of his intent tp become a Knight of the 
‘rd 61 Keighs ol hac ondeemhe nae 
‘than 7th level. The candidace must ago have 
the listed minimums in all the following sta- 
feed in otder to qualify for the Otdet of the 
Sword. $ 












Rose Knight Minimum Scores 
Sisenpth ie 
Intelligence “9 ry 
Wisdom ts 
Denteicy 9 
Constiturion i 
‘Chrasisina None 
The ening gh muse chen be 
z befoic u Kuik dincil acwhich a 
Ae ot dea hae iutecliniae 


thiness and | 
Sword, 

‘The quest must include the following cle- 
iente: a jouumey of Ho less than 500 miles 
and 30-days, three tess of the Knight's wit- 
dom one test of his generosity, one test of bis 
compassion, the restoration of something that 
‘was lost, andl single combat with an evil oppo- 
‘nent of at least the same level as the candi- 
are. The candidate must be vietorious in this 
combat while demonscracing the ideals of 
honor and courage (note that this does nor 
necessarily mean killing the foe), The knight 

lis the aid of atyone he wishes to com 
‘plete the quest so long as the malicains the 
ideals of the Knighthood (i.c., does ubt fuse 
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thet the cause of evil) "Thé exact fotm ofthe 
{quest is ultimately up to the DM, but ie must 
include these elements. 


‘Sword Knight Advancement ‘Table 
beak 
ce Die 
LevclPun (Gio) The 
3 12,000 4 Novice of Swords 
4 24,000 5 ——Knighcof Swords 
5 451000 6 ‘Blade Knighe 
6 95,000 7 Hebei cla 
7 175,000 & Abou of Swords 
8 350,000 9 Elderof Swords, 
) 700,000 10. ‘Master of Swords 
10, 1,080,000 1042 Lord of Swords 
11 1)400,000 1044 Maser Clerise 
12 11750,000 10-46. Lord lens, 


12 2,100,000 1048 High Clerist * 
14 2,450,000 1010 
15 2,800,000 10-412 
16 3,150,000, 10414 
17. 3,500,000 10416 
1% 3,850,000 10-418 





The High Cleristis a postion ehae i hela 
by only one Knight ara time When the need 
arises fo choose a new High Clerise, he must be 
‘elected duting a proper Knightly Council 
Should any Knight attain enough experience 
Bois ct to the level of High Clr, he 
‘nay do 36 buc sil erains the tile of Lose 
Clete unt die High Clerisy position. Is 
vacant, 


Proficiencies ‘Weapoti/Nonweapon 
Thitial * 12 
Added 2/1 per? levels 


jie ni profiencies ised her ain 
Addivion: to. shove. proficiencies alieady 
obtained. In other words, dusing the Knight's 
{taining period in the Order of the Sword, he 
fequires thtee additional weapon proficien 
ties and to additional non-weapon profi. 
clencies on top af any already received a a 
Knight of the Crown, 








knights of solamnia 























se are the naxintum number of spells 
thava Kniglitofthe Sword ean have atany one 
ime. 

‘As mentioned carlies, a Sword Knighe can 
‘only acquite his spells during his one appoint- 
td day of meditation each week. A Knighe 
Terese oe one ened al he te 
Used, A Sword Knight requires one half 
‘pet spell level to gain & spell. For instance, a 
{6th level spell would take three hours of med. 
itation to gain, A Knight can never meditate 
mote than six hours during this day. 

‘The Knights ofthe Sword use the spells ofa 
dletic of Kirijolith even though the most 
severed of the gods for the Knights is Pala- 
dine, Thisisprimarily due ro the origins of the 
Knighthood, While the Knights ofthe Sword 
ate followers of Paladine, they do, aeverthe= 
Jess, take theft powers fron Kiri-Jolith and 
honor him a5 well 


Knights of 
the Rose 


“The Knights of the Rose are the epitome of 
all chat ie good and honorable in Knighthood 

Initially, che Knights of this ordee were rak- 
en only ftom the royal houses of the land. 
‘What conscituted a toyal house was deter. 
mined by the ruling conneit of Knights who 
‘would coavene and hear the history and I 
tage of that house. If there was sufficiewt 
pYoof that the house was a ruling house aul 
that ite history was an honorable one, thew the 
crest of that house was included in the Mea 
sure and those of thar howe wete accepted. 
‘This was nor something that was done oftca, 
for the Measute was stsict about the require 





ments for accepting 2 houst into the Roster of 
Loyalty. 

Since this stricture of accepting only those 
of royal descent was said to have beeu added 
Vinas Solamnus and 





Measure, there bas ariven in more recent times 
a more acceptable agument before the 
‘Knightly councils. Rather than represent thac 
the Measure was in error of flawed, the argu 

ment lias beca made that over the course of 
tHe centuries there have been so many mar- 
tinges berweca royal and common houses that 
practically everyone is somehow related to roy- 
alry. Wich the Cataclysm obscuring the genea- 
logical recotde of the past, most acceptable 
candidates are not denied access to the Order 
of the Rose without extraordinary evidence 

(Beings from offworld, however, are not 
accepted into the order) 

‘The details of how a Knight is accepted into 
the ranks of the Rose, however, has changed 
litle. ‘The Knight must be brought before a 
Knightly Conneil of che Rose. There he must 
telate the tale of his family and his deeds that 
‘exemplify the ideals of Knighthood and Hoo- 
fr tempeted with lenieacy and wisdom, Once 
tale is told, the council holds a closed ses- 
nto discuss the Kuight’s application in 
lighe of his unerts and shortcomings. 

"The Order of the Rose takes its Measure 
from deeds of wisdom and justice. Examples 
Uf deeds befitting the Measure of the Rote: 
taking compassion on the less fortunate, sac 
ficing one's life for the sake of others, giving 
‘no thought to one’s own safety in defense of 
the Measure and its Honor, protecting the 
lives of fellow Knights. seeing that no life ix 
wasted of sactficed in Vai 























Knights of the Rose 
Game Oata 

Minimam Kequirements: As with Knights 
‘of the Sword, characters do not start out as 
Knights of the Rose, Charactets must first 
have gained two levels as Knights of the 
‘Crown, then been accepred as Knights of the 
‘Sword and earned two additional levels before 
they can be considered for the Order of the 
‘Rose. Once a charactet bas earned sufficieat 
hit points tw become 4th level, he can petition 
‘the Order of thie Rose wo be accepted into thar 
‘body. In order to be considered for the Order 
‘of the Rose, the Knight must have the follow- 
jing minimum characteristics: 
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Koighe to a Knightly Ce 
i oe 
iene que to prove is 
© The quest must inlude the following le= 
ments: a journey uf no less than $00, miles 
‘and 30 days, oue test of the Knight's wisdom, 
‘tice tests of the Knight's generosity, three 
‘tests of Use Kaight’s compassion, the restora 
tion of something that was lost, and the defear 
‘of an ovl opponent of equal or higher level 
than the Knight, The candidate must be vie- 
tortious while iting the ideals of hon 
‘or and courage and without killing the foes. 
‘The Knight can enlist the aid of anyone to 

ete the questso long a8 he maintains the 
‘ideals of the Knighthood and does not further 
the cause of evil. The exact form of the quest is 
Lup to che DM, but it must include the preced- 
ing elements. 





ose Knight Advancement Table 
bit 
Experience Dice 
LevelPoints (10s) Title 
427,000 5 Novice of Roses 
5 60,000 6 Knight of Tears 
6 125,000 7 Knight of Mind 
7 200,000 8 Knight of Heart 
8 425,000 9 Knight of Roees 
9 800,000 10 Keeper of Roses 


10 1,500,000 102, Master of Roses 
11 2/000,000 1044 Archknight 

12 21500,000 1046 Lord of Roses 
13 3,000,000 1048 Maset of Justice 
14 3,500,000 10410 Lord of Justice 
415. 4.000,000 10 +12 High Justice * 
36 4,500,000 10414 

47 $000,000 10416 

18 6,000,000 10+18 


* There is only one High Justice a any given. 
time. Others may attain 15th level, but their 
‘titles remain Lords of Justice, 
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“The Knights of the Rove gain special profi- 

ies ieee and combat. While they 
advance more slowly than other Knights 
(Because of the great amount of raining and 
skill required by their proficiencies), they alto 
Gan, adyance farther than any of the other 








2/1 per 2 levels 


* ‘the Initial Proficiencies listed here are in 
addition to those proficiencies already 
‘obtained. In other words, during the Knight's 
initial training period in the Order of the 
Rote, he acquires three additional weapons 
[poliieacies and two additional oonweapon 
Droficiencies on top of any already received 
Kaige ofthe Crown and as Knight of che 
Sword, 





Knights in Battle 


Knights who tke the field in defense of 
hhonot and the real follow the order set forth 
by the Measure, Atmies ate raade up of three 
brigades, each commanded by a Lord Knight 
from one of the three Orders uf Kisights, All 
armed petsons operating under the protection 
and command of the Knights are part of une 
of these three brigades, 

The army is commanded by a Wartior Lord, 
‘one of the three Lord Knights commanding 
brigades. The Waerior Lord is chosen by the 
majority vote of the three Lord Knight com: 
manders; he must exemplify the highest 
ideals of the Knighthood. Recognition of the 
Warrior Lord is: made openly in Knightly 
Council. Should a Lord Knight fall in battle, 
tanochet must step forward and take hi place, 
Should the Wartiot Lord he lose, then each 
Lotd Knight separately commands his own 
brigade uni! a Knightly Couneil can be 
calle 


The Knightly Council 


Councils shall be convened as requited by 
the Measure. They must include three Loxd 
Knights, one from each of the Orders of 
Knights. If any order cannot provide a Lord 
Knight, then a Knight of that order can stand 
in his stead so long as there is at least one Lord 
Knight presiding 

Councils shall convene for the following 
purposes: wy deveumine strategies of war, to 
assign orders for war and bartle, to select the 
‘Warrior Lord prior vo « battle, to hear charges 





cof uaknightly conduct, to honor those who 
hhave performed valiantly, co settle questions 
concetning the Measure 

‘The conduct of a Knighily Council follows 
the pavtetn et forth by de mewoute. Fits the 
Knights of cach order enter and take their 
places in the appointed area, A table wich 
ree chaits i set opposite ehe enceance. The 
Knights ofthe Crown take theie places co the 
ght ol th nance, tthe eof th tanking 
nights, so as to signify theie position as the 
Chl hd efondefot boner ie Kole 
the Sword take their places to the left of the 
entzance, to the right of the ranking Knights 
and chus signifying thei place xs the atm of 
might and mover of the Knighthood. The 
Knights of the Rose rake thei places to either 
side ofthe entrance and opposite the tanking 
Knights so as to signify that they are the heart 
of de Knighthood, the base upon which all 
hse iy built 

Then che chtce tanking Knights who will 
conduct dhe nicetiag enter the hall and take 
their places opposice the entrance, In the cen. 
ter of the accu is cleared space whete those 
who ate brought before the ranking Knights 
are heatd and questioned, 





A Knightly Council is Conducted ss Pollows: 
The code of the Knights of Sokunnia 
("Ese Sularus oth Michas”) is recited by all 
before any in the hel sic This phrase is given 
by she three tanking Knights in unison and 
then given in turn by each of the che ordets 
of Knights present and then finally by all in 
unison, Ifthe oeasion ia joyful one, then the 
Knights’ Hymn is sung at this time a5 well 

"News of the greater Knighthood is often 
‘not only of interest but potentially a mater of 
life and death for maoy whom the Knight 
hood protects. Any dispatches or ptoclama. 
tiows regarding the Knights are read at this 
Lime, Should theit news wattant 4 prolonged 
and important discussion, then the heating of 
Petitions may be waived, 

“ When che Knighthood finds itself in the 
throes of battle, hey now discuss their orders 
of battle and all stratagems to be employed. 

* The apecific petitions tat ure wo be dis- 
cnssed among che Knights at this mecting are 
rnamed by cause, those mentioned (if any), 
and petitioner, Petitions can have one of sey- 
‘eral purposes: 

‘Acceptance to an Order: Those who wish 
to entet into an order of the Knighthood are 
brought forward. The candidates’ names ate 
fead to the ranking Knights ae are the names 
Of their Knight sponsors, 

Petition for (Question of Honor: This hap 
‘pens when a Knight is called into question for 
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es 1) 


breaking the Oath or the Measure, ‘Those 
‘mentioned in the petition and the accused 
and the petitioner is the accuser 

All are allowed to speak for and against the 
accused. The petitioner muse be present in 
these cases, Citen witnesses from outside the 
order are brought in to testify. The Knightly 
Council hears all arguments and then dis 
misses the test of the Knights as ue considers 
‘arguments. Upon receiving word that the 
Council has completed its deliherations, all 
che Knights retumn co the hall. White roses on 
the table wie a symbol of purging of any guile 
and thus is die accused released from any 
question of theit honor, Should black toses be 
Present on the table upon ale recur of the 
Knights, then the Knight is held guilty and. 
punishable for his acts. The tanking Knights 
1 their deliberations will have decided upon 
the proper accion for the Knight to segs his 
honor prior to the others returning. 

Special Honors: An act of exceptional bray: 
ery or exemplary honor is brought to the 
attention of all the Knighthood for recogni- 
tion 

Petition for War: This occuts when a gen: 
eral mobilization 1s called for. The circum 
stances of the petition ate considered and, if 
the Knights present give consent, then mes 
sengets are disparched to the Grand Circle to 
notify the greater Knighthood of the situa- 
sion, In the meanwhile, the Knights of that 
«oul accaronce fn the defense of honor and 
Rood. 

Pevition for Aid: These are petitions 
brought by cither Knights or outsiders whe 
ask aid of the Knights, This does not require a 
fenetal mobilization of the Knighthood 

These range from situations as serious as the 
seatch fora kidnapped hei cox eal kingdom 
40 things as mundane as a few exttw nen 10 
help clear a toad of brush. 

* Time permitting, the Knights may 
‘engage in discussions of parts of the Measure 
and its application to their adventures, Ques 
‘ions on points of the Measure ate brought up 
a this ime, 

When the ranking Knights feel chat busi- 
fness has been finished, che council disbands 
until the need for another session ates. 
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tinkers (Gnomes) 


‘inkers are gnomes and goomes ate tinker. It 
is thee gift and curse robe the masters or pawns 
of echnology (depending upon whom you ask) 
ina wodld where magie is the ruling force. 

You wil find their story and how they cane 
into being under the race descriptions later in 
this book, Here we will addiess ourselves to 
the profession of tinker 

‘Tinkers ate the engineers of Krynn. That 
which has aot been built, tinkers build, That 
which has been built, tidkers improve, They 
arc constantly designing, building, and test- 
ing devices for a varity of applications 

Each gnome belongs to «guild thas perpet 
uuates its own peculiae branch of technology 
‘These guilds include, but ate not limited 10, 
the following: 





Hydewulies Hydrodynamics 
‘Aerodynamics Uhermodynamics 
Chemistry "Transportation 
Communication Appliances 
Kineties Atehitecrute 


All gnomes belong to a guild, Each guild 
hhas innumerable committees thar oversee 
individual accomplishments (seldom) and 
seek 10 discover the cause of u sysien failuic 
(ofien). These commitees also oversee the 
requized duties uf % goome within the seruc- 
ture of paiomish society, 

Tn audition co any regular duties that a 
gnome has to his guild or committee, each 
oome has a Lifequest, This Lifequest is t0 
aan perfect understanding of one device 
Few gnomes have ever attained his goal, Thus 
cinkets are the perpetually unfulfilled, never 





attaining that coral knowledge of their 
devices. 

Gnomish inventions are almost exchusively 
driven by basic mechanieal devices: gears, 
‘windmills, waterwheel pulleys, and sctews 
Gnomes have done elemeneary work in steam 
tand chemical combustion (usually with cata 
strophie results), bur know next t0 nothing 
about electricity Clockwork mechanisms are 2 
relatively recent development of gnomish 
society. 

Moreover, their sheer love for rechnology 
often does them a disservice, for they improve 
technological devices to death. Simple wrechar 
nisms are scoffed at by tiukers ("Nothing s0 
simple could possibly work!" 
cy is the iuker watchword ( 
see tlie bell dat informs us thatthe alatm sys- 
{em trouble gong has just gone off.) 





‘Tinker Class 
Game Statistics 
Minimum Requirements: Only gaome char. 


acters may be of the tinker class, The minimum 
ea ore gaat aati lo 


‘Tinker Minimum Scores 
Strength 


Tintelligence 10/15" 
Wisdom aye 
Desterty i) 
Constitution = 
Charisma a 


‘The number after the slash indicates chat 
gnome with an Intelligence of 13 of highicr 


a a 


(Gaia 2/168 bonus to all experience points 
earned, 


"This is a maximum score—the character 
‘cannot have a Wisdom higher than 12. 





fast 
Head Tinker 


14 1,000,000 10410 

15 1,500,000 10+12 Master 
Crafigaome * 

16 2,500,000 10-14 

17 4,000,000 10+16 

18 10,000,000. 10 +18 


* There can be only one Master Crafts: 
‘goomé i any colony of gaomes at a given 
‘time, In a colony that already has. a Master 
‘Crafts gaome, any gnome who bis the expetis 
nce point bee uh eel on ds, 
hut he does iiot gain the dle of Master 
Guafoguome, 


Proficiencies ‘Weapon /Nonweapon 
Titial 1/5 
Added 173 per evo levele 
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‘Special Abitties While gamed lavas 
have an abundance of nonvieapon proficien- 
cies, they ate abnormally poor at uso thea, 
Subtract § froma gnome's nonweapon prof 
ciency when mating a Proficiency Chet 

Gnome Devices: Many retetees view the 
introduction of technology into their fantasy 
‘anmpaigns with great misgivings The technol: 
‘gy of the gnomes, however, has litte overall 
effect upon the culturesof Keynn, Pwarves care 
licle for such innovation; elves ate repelled by, 
‘echnology: kenider cannot appreciate is use 
beyond tice tuill of seeing it work; goblins 

‘gully hyaives are too stupid to use ic eon: 
sisgenly, Gomes have iccbniology-—but they 
are yo incompetent that anything thei tech 
‘ogy, can do, magic can usually do, cheapes 
faster, and more efficiently. 

‘When a gcome sets out to invent some: 
thing, it’s » good ber thae the invention wil 
initially be ac least #9 times larger than ncces> 
sty, will make 10 times the noise i should, 
‘will have many totally tedundant features, 
and will fail miserably Gf not disastrously).. 
Some tinkering will aradually reduce the lee 
favorable aspects of the device, 

‘The gnomes area race of cutsed engineers. 
‘They have all of the tools to create wonderful 
technological devices but all they turn out ate 
impractical and dangerous mechanisms 

Players who tun tinker PCs will no doubr 
‘wish to cteate any number of technological 
Anatvels with which to aid thelr party. This i 
(te mnajr eason 10 join this class and the play. 
is creative (houghts should be allowed to 
run free... 

Bu 

cis important ro remember that i PC of 
this clas i, after all, a gnome with an inher. 
ent character flay. You must remember that 
ile the payer maybe ble to describe js, 
hhow to build a simple, effective telegraph sy 
tem, for example, his gnome player character 
‘would not build it the same way, Thus even 
though’ a player could describe with the 
utmost precision how to make a telegraph 
with some thinly wound witeand rudimenca- 
ty batteries, his PC gnome would make it 
steam driven operating on the basic principle 
of a pile driver. 

Whenever a player wishes to create a reche 
nological device, he is equited to design ic 
hhimself with the following procedure. The 
DM is. of course free to check the work and 
‘take any modifications he deems necessary. 

‘To rcatew giomnsh device, follow these steps 














1, DETERMINE DEVICE COMPLEXITY 
(SIZE): Tb creace-a vchnological device, you 
must fist determine its level of complexity, 
‘On page 118 is the Gnome Device Complex. 
ity Level rable that shows the various comples- 
ity values for many of the effects chat gnomes 
commonly like o see on their devices. (The 
complexity rang alo gives the size of the 
device.) Add all the complexities for all the 
device's effecrs ca ger the total complexity of 
the device. 

‘The DM of the game, as in all things, isthe: 
final arhirer of just which effects are needed to 
‘make a device function 

‘Ack all of the following questions when 
designing a gniomish device: 


© Will td damage, proect ftom damage 
or sesteain another being? 
(lf the answer is "no." gu x0 the next question:) 


Determine if it does damage of protects 
fiom damage, Refer 1o the Gnome Device 
‘Complexity Level table ro determine Combat 
‘Complexity from the amoune of damage of 
procection desited 

If the device is designed co teveruin another 
being, then determine che complexity/size of 
the object by the HD of the creature beir 
fexsained. Count a¢ one complex level 
for every «wo hit dice or levels of the tatget 
creature. Kestraining an 8+hit die creature is a 
Complexity 4 task 














@ Does it move something ot itself? 
(ifthe answers "no" go 10 the next question.) 


Determine if ic moves another object 
(Ustows victim) of moves. itself. (flying 
smachine), If the device throws things, then 
consult the column labeled Move Vertical” 
‘9p the Gnome Device Complenity Levelable, 
If the device moves objects and itself 
then cheek the column labeled “Move Horie 
zontal.” Note that this vertical movement is 
ssi up ules ome horizontal moverent 
‘effet is alo included, (The numbers piven in 
these moyement columns can be either «total 
distance or distance pet tound, whichever is 
set appropiate) 

‘Size modifier: This assumes thatthe object 
being moved is size 1 or smaller (roughly the 
size of a small sick). 

Minimum Size: Compare the size of the 
‘object to he moved with the size ofthe device 
Ifthe devieeiclessthan three stzes leper than 
the object, then the size and complexity of the 
device equal the size of the object plus 3. If 
the:device merely’ moves inielf actow the 
ground, then no modifier is needed, 

Dutation: Use the following Duration 
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‘Modifiers chare to detetinine vertical move. 
‘ment complexity modifiers for the desired 
duration, 


‘Duration Modifiers Chart * 


Desired 

Doration Ding Vert. Horiz, Envison, 
‘Momentary N/A N/A N/A N/A‘ 
13Rounds +1 +1 N/A N/A 
AGRounds +2043 00° + 
7-9Rounds +4 +5 -1 +2 


Ag Tums 46 +7 2 43 
45Tums +8 +11 -3 44 
A2Hous, +10 +13 ~4 +6 
3GHous +11 415-3 49 
VDay N/A 416-6 +12. 
Week N/A N/A =7 +14 
Penmanent +13 +20 N/A +20 


* These modifiers affect only the complex 
ity of the device, not its size. 


‘© Docs it move something o self any dis: 
tauge along che ground? 

(iF die answer no" yo wo die nexe question.) 

Determine if ic moves aviother object 
(shoves: @ victim) or moves itself (mobile 
Iachine), If the device merely shoves ot, i 
the ease of catapult, chrows the victim over 
distance, then consule the columa undct 
"Move Vertical” If the device moves with the 
vicvim, then check the column under "Move 
Horizontal.” 

Minimum size: The same restrictions on 
‘minimum size tor vertical movement apply 
here except that the ditterence must be twice 
or lest 

Duration: Use the Duration Modifiers 
chatt to determine ground movement ¢om- 
plexity modifiers for duration, 





© Does jt alter the environment or have an 
area of effect? 
(IC the answer is “no 


‘The amount of wat 
certhe affecied region 
factor into the equation, If altering material 
inside the device, add 1 19 Complexity pet 
1,000 cubic fect altered after the first 100 
eubie feet. If aleeting an extemal environ: 
‘ment, add 4 to Complexity per 1,000 cubic 
feet altered including the first 1,000 cubic 
feet. 

Note that ghomich devices ate often larger 
‘than the environments they alter. 
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© Does it alter an existing objert? 
(lfthe answer is no, go to next question.) 


‘Gnomes commonly build devices to help 
them build devices (a fightening thought 10 
‘those familiar with gnomes). If the device 
takes an unfinished or pacaly finished vbject 
and changes it into a more finished object, 





then the device has this effect. 
Determine che complexity difference 
between the vriginal object and its final seate 





"This is done by subtracting the complexity of 
the fnisied object from the complexity of the 
sri object A machi to cat ew quarts 
jnio finished Lenses takes an object of com 
plexity 20 and makes it foto an object of com: 
plexity 1, a difference of 19, ‘This means thar 
the machine has a complexity of 19, 4 
“machine that takes glass (complexity 8) and 
‘makes it into finished lenses (complexity 1) 
hhas a complexity of 7, 

"Take the size of the object being refined (from 
the fire column in the complexity table) and 
add that to the device's compleity rating. 


{© Hina design moditiers 

Hach effect has a complexity racing, Often a 
‘goome wil huild a device with several effecs, 
For example: a-machine «© move along the 
round and fire flaming mevallic rocks has 
complexities and size tings for both horizon: 
tal movement and damage, To determine the 
final comiplenity rating for a device, firs find 
the highest complexity. rating among the 
effets listea!, Add 1 to thaccomplexity for each 
effect beyond the one listed, tn the case of the 
‘chicle mentioned above, tha iy one addition 
al effect so 1 is added to its complexi 

"The size of the device greatly affects is com- 
plesty and determines whether sufficient mate- 
tials are available to Build it. The base size of any 
device is equal to ts unmodified complexity nit. 
ing, This means that acompley level 20 device 
allay tai as size 20 deve, Thisis mot neces 
‘ati how latge the device most be. The gnome 
tay elect to make the device smaller, but this’ 
increases the complexity of the device.’On the 
other hand, the gnome may elect to make a 
device bigger and thereby ceduce the final 
plexity of the device. 








the larger the device, 
the less complicated itis (Lc. I has a better 
chance of working), while the smaller the 
device, dhe more complicated itis (ic. it asa 
swoise chance of working). ‘This refleces the 
siiomish philosophy of enginecring. Remem 
her, however, larger devices require more 
ratetals to build (mote expensive) and are 








“The size of the design can now be altered 


Suibtict 1 fromthe cowuplenity for each size 
farger the object is bull, Add 1 to the com 
plexity forcach size smaller the objeceis built. 
‘Nore that « gnome who attempes to build a 
Taige device must also pay for the materials 
swth which eo build shae device 





Ul, DETERMINE FINAL MODIFIERS: 
“How well adevice iz made depends largely on 
: . Juseas magieal swords have pls 
‘modifiers and cursed swords have minus mod 
fier, ¢0 199 do gnomish devices “Add a. +1 
modifier t0 the device for every level of coms 
plexity the device is below the level of the 
‘gnome who made it, Give ita —V modifier fot 
every complexity level of the device higher 
than ts goome maker, Thos a Lidh-level 
gnome who makesa level 15 netflinger would 
make « netilinger ~3, If the same guome 
‘ade a tockpitcher with a complexivy of 8, it 
would be a rorkpitcher +4, 

Gnomes love committees, They fen work 
‘on devices in groups when dere are enough 
‘fiomes about. This i ofign as harmful as it 
helpful 

“For evety ew gnome wotking on the device, 
toll 5d6 and consul the following table, Find 
the result of the dice oll (a number between 3 
aii 18) oa the tow cortesponding tothe nu 
Ser of gomes pica ‘Phe column tha 














eu al te ss seis mt 
(Gee the collin heading), 
Gnome Crew Modifiers 

‘Namber of 

Gnomes * 42 +1 = 2 

1 a ik NIA 

2 3 118 NIA 
36 3 1718 N/A, 
ad 3a 16-18 NIA 
was) 45 1617 18* 
Midd 3-6 A516 1718* 
14+ 8 94D IBA 13 168 


* Ar least one gnome of a level equal to the 
device must be present in this group in order 
to obtain this result, If n such gaome is 
present in the group, then tteat the resol as 
1 t0'the complewty of the device 

** Atleast onc gnome whose level is n0 lets 
than five below the device muse be present in 
‘order to obtain this result, Ifno such gnome is 
‘present in the group then teat the result asa 
“1 to the complesity of the device 


Ill DETERMINE AVAILABILITY OF MATE- 
RIALS: Bvery gnomish device must include at 
Tease one selection fram the five following com- 
‘ponent groups in otter to function. Tr must also 
fit the following basic criteria: 
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1. It must haye a number of companents 
‘equal to its complexity, Ifthe device has a final 
‘complexity of 15, then it must have 15 sepa 
Tate ats, 

2, There must be a balance in the number 
‘of parts from the three part groups. A davice 
may have, for example, two parts fom group 
#1 and geoup #2 and three pans from group. 
4 bose may never have three part ftom group | 
and only one parr ftom groups #2 and #3, 

‘The components used are determined by 
the desires of the gnome designer. The DM 
must then determine if dhe irems mentioned 
ate obrainable in the quanuitic requised, The 





beyond your means: 

‘Alo it must be noted chat a gnomecan con’ 
seniet any of hese: icems from elementary 
‘materials (cut wood from trees for Flames cut 

4 from sheets of metal et), but this dou: 

les the construction time of the device. 


Oevice Components 
and their Costs 

(Cost is per size, in stl) 
Part Group #1: Mechanical Transmi 





alleys > 
Shafts 10 
Gears 20 
Belts 00 
Screws 500 
Blades 1,000 
Pact Group #2: Other‘Tiansmissions 
ins (Vanes) 0 
Rods (Steel) 20 
Glass Rods & Panes 40 
Bellows 200 
Pumps 1,000 
‘Tuning Forks 2,000 
Patt Group #3: Drive Soutces 
‘Counterweights 30 
Coiled or Wound Springs 60 
Waterwhee! 100 
Windmill! Coa) Fire 200 
Steam Pipes & Boiler 1,000 
Sun Mirtor 2.000 
‘Group #4: Rasie Frames 
Stonework 5 
Wood Frames 40 
‘ron Frames 20 
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CRANK TO pase eat 
REEL IN ROPE, ears gettin: hot 
Mee cerns ie evecti 
can VARIOUS BELLS. AND 
WINDCMIMES TO. 





ALARM OF UP-COMUNG 
Victim OF CATAPUCT 





RELEASING— 
inventors \\eATAPUCT | ROTATIONAL 


hall Of Gnomes Inventions 
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hall of Gnomes Inventions 


These devices are a sampling of typical 

oc eee Recs Rete aomobe ey antes pie 
ee a au epic ios ioek eal near ol te Oey: 
‘whenever it is either used or tested, 


NetflingeR 

This gnomish invention was the end resule of a long-term arms 
reseaieh project funded by the Knights of Solamnia. The weapon was 
suppose il pomp santo 


remaderan pone 
‘allow the 


tones end thus attacker (0 the opponent 
unharmed, Unfortunately theultimate fect was all to often fet by 
the user of the device rather than the foe. 





Gnomeflingcr 
"This is the goomish answer to stais: an automated way to get from 
‘ove place to another quickly and with die ey ‘The device uses a 
combination of catapults of various sizes and principles as well a nets. 
‘The double-emergeney backup sponge landing system is an extra 
‘option not included in the base price of the system, of course. 











IRongnome 
‘This was orginally designed as device in which a 
Sctietave took wie ‘any damage coming 
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BlamBlower 
gn decane porsble device hat oat deca to foes 
a0ee, 





Whooshwagon 


Original 2 a device ti ct 2 family of gnomes over: 
gi iil eonepe a device to rnspa ly of gnomes over a 
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Gnomethink—Klackeradd 


‘Original concept: a device to solye mathematical probleins, 





Blindguide 


Original concept: s directional device when wier cannot sec. 





Stewmatic 
Original concept: a device to prepare meals, 
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(Of the all the orders of the world of Krynn, 
one ate as old, a feared, or 25 respected a5 
the Ordets of High Sorcery. They came 
being almose 2t the beginning of the world: 
their tale is that of the three Gods of Magic 
‘The gods of magic, Solinari, Lunitari, and 
[Nuitari, walked the face of creation before the 
stars settled in their places. Though they had a 
common love of magic, each had aspects chat 
differed greatly from those of the odhiers. Eauh 
also chose a different path in the universe. 

"They saw the other gods wheeling through 
the heavens aud aligning dhemselves againse 
ane another axording to their goals and phi- 
losophies. The All-Saincs War was coming, as 
theit vision and foresight had warmed. The 
tree gods feared thar they ¢oo must choose 
Bound by the common bond of magic, these 
thtee looked about the face of Keyan and 
loved it greatly. 

"Thus they did not join ther fellow gods in 
the heavens, but stayed close to the world 
‘They revolved about it, granting their powets 
to those who would follow their ways. Rach 
god wat granted a cime ro walk the face of 
Kaynn and seck aur follower. Each found an 
apprentice and to each did they give the keys 
tothe Lost Citadel—a fabulous place of wiz~ 
ardry that stood beyond the circles of the uni 
verse itself. Here the gods taugln cher the 
Foundations of Wizardry. 


1. All wizds we brothers in theie order. 
All orders ae bivthers ia the power. 
2, The places of High Wizaedey are hetd in 


wmmon among all ordets and no sorcery isto 
be used there in anger agains fellow wizards, 











3. The world beyond the walls ofthe rowers 
may bring brother against brother and order 
against order, but such is che way of the unt- 


‘The Orders of Sorcery began as loosely orga 
nized groups of wizards. [twas not until mach 
Incer that the orders beeame formalized and 
seructuted. During the Age of Dreams at the 
‘onset of the Fitst Dragon, the masters of 
cach of the orders came together ar the Lose 
Citadel and proclaimed the unity of the 
orders. 

The Lost Citadel wasa worddrous place from 
whence the mascer wizatds ruled heir orders 
in peace and hramony, far removed from the 
world of Kiynn, Both palace and fortress, it 
plovided a place where the powers of magic 
{ould be tempered by the wisdom of the Con 
slave of Wizards (sce page 29). 

Tis imporant for any magic user in Keynn 
to remember that a wizard’s only loyalty isto 


magic. This i the primary reason that magic 
has temained in the world. despite many 
efforts to eliminate it. 

‘Avwizatd of the Black Robes and a wizad uf 
the White fighting on opposing sides of a war 
(Gach as the War of tse Lance) would not hes 
tare to destroy eachother. When these wizards 
tect ow neutral ground (such as a Tower of 
High Sorcery), they arc likely co enter into a0 
cager discussion of magic, IF atacked by aa 
outside force sen as a threat to theit magic (a 
rencgade wizard, for example), both would 
join together to fightin defense of the magic. 


‘A wealth of information on wizards, magi- 
‘al lore, the Towers, and the lower guardians 
existe in the DRAGONLANCE® novels. 
‘Those interested in acquiting mote detailed 
information than is provided here should 
draw from those works. 


the Moons of 
Magic 


Since dhe creation of the world, the thice 
‘moons of magic have circled the globe of 
yan, binging with chem che waxing and 
the waning of thet followers’ magical power. 
Each of the three Orders of High Sorcery 
receives its powers from one of the moons of 
‘magic. Wizards of the White Robes get their 
powers fiom Solinari, Black Robe wizards get 
their power from Nuitar, and neutral Wir- 
ards get their from the ted moon, iniar\ It 
is by the position and aspect of its moon that 
teach order gains its enhanced powers, The 
aspect of Nuitari has no effect on the powets 
‘of the White Robed wizards. for example. 
nly the moon Solinati/has an effect on:the 
‘winarde of the White Robes, The precise 
cffects of the positions of the moons on the 
magic of Krynn is shown by the following 
tables. Each phase uf 2 moon lias an effec on 


the magic of that clas of wizards. 
‘Moon Phase Effects Table * 
Phase ‘Throw Spells + Level 
Tow Sanction =1 0 =1 
i Normal 0 Bren 
Normal +1 Even 
High Sanction +1 #200 418 
* A wizard of is through 4d level i unaf- 
‘fected by phases of the monns because of the 
low poster levels involved in hi spells. Iris for 


‘this reason that the tests for wizards occur at 
3d level or above as this is the poine at which 
‘wizards ate considered to “come of age." 

'** Only a wizatd of 6th level or higher who 
tho bat a nein of 15 of above gens 
ae diconal ‘spells can be of any level 
2 can be of any 
the wizard can cas 

If rwo of more of the moons ate aligned, 
there are boauses to the moon phase effects 
‘given earlier. (Moons ae aligned if the boxes 
they occupy on the Moon Tracking chart [page 
28) are in a straight line from the centerof the 
‘chart. For exam] inirari on day 3 of its 
‘orbital period is aligned with Nuitai on days 
6 and 7 of its -and with Solinari on days: 
> and 6 of its period.) 


Moon Alignment Effects Table * 
Saving Additional Effective 














‘Alignment — Throw Spells Level 
Sel. with Tun, #1 #1 41 
‘Nuit, with Lun, +1 0 +1 +1 
Sol. with Nuit. +1 0 Normal 
‘All Three Moons. #2. +2 +1 


* Note that all plusses on thie table are 
‘cumulative with modifiers from other effect. 
Tall che moons were to align atthe time of 
High Sanction, then all wizards would have 4 
+3 saving throw, +4 additional spells and 
+2 effective levels to their spell casting. ‘This 
1 known as the Night of the Eye since the 
‘moons move through the sky with a tecrible 
aspect and cause magic to be a its peak. 


Location of the Moons 


‘The initial location of the moons i deter- 
‘ined by rolling 148 for each moon and plac- 
ing it in ehe indicated box along its orbit. 
‘fyou are playing a DRAGONLANCE cam 
paigh game, then these are the starting loca- 
tions for the moons in your campaign 
Hereafter, advance the moons one box per 
_game day to keep tack of their positions dur- 
ing the campaign. This allows your players t0, 
plan for regular changes in the lunar cycles. 


Moon Tracking Chart 
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SOMMARI: period of 36 standand days wrth 9 days per quarter. 
TNUITARI: period of 28 standard days with 7 days per quanten 
LUnITARI: pemoa of 8 standand days with 2 days per auanten. 
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the Conclave 
of WIzaRdS 


‘The Conclave of Wizards is convened on set 
dates and times as dictated by the moons, The 
Conclave meets regularly once cach Fourweck 
com the fist day of High Sanction for the Rul 
ing Order, The Night of the Eye is « special 
time when all of the orders gather together, 
‘Conielaves can also be called by the Head of 
the Conclave during times of grave crises that 
affect all ordets, The Conclave does nor meet 
when the Testis given as this sa normal func- 
fon of the ower anit handled on rune 

‘The Conclave of Wizards consists of thtee 
factions with seven representative from each, 
Each of the Orders of High Sorcery is equally 
represonced atthe Conelave and each ised by 
a ingle individual selected by each onder. The 
chosen wizard is the Master of that order, The 
selection process is eft ta each order and vaties 
fiom order to onder. The Black Robe repre- 
sentative is usually che most powerful wizard 
of that order, This has from cme «w inne 
resulted in some rather fubulow contests of 
wizntdry as rw sorcerers vi w etablish who is 
fit co rule theis oides, Such contests are invati= 
ably held beyond the boundaries of che tow- 
«9, lu the ease of che White Robes, cleetions 
ue held to determine the master of their 
‘order. The Red Robes drav lots from among 
the seven members of the Conclave, 

"The Mace of the Conclave is determined 
by consensus, a spell that. instantaneously 
determines the combined will ofall the wr2- 
arde of Keynn in a single matter. While not 
always infallible io its ability to benefit the 
Conclave asa whole, it still remains the meth- 
od of selection for the Master ofall Sorcetes 
"The law of the Conclave is largely determined 
in everyday matters by the head of the Con- 
‘lave and his law is final. If. however, a deci 
sion is made which is against the will of dhe 
Conclave, then a mandate may be called for ia 
which case a consensus is taken of the general 
wizardry and x new Master of the Conclave is, 
then determined 











the Spheres 
of Magic 


Magic operates within spheres in Keys. 
Only cereain spheres are usable by the differ. 
ent Ordete of High Sorcery; spells eastable by 
wizatds of one order may not necessarily be 


cast by those of another order 

‘The Spheres of Magic have been defined as 
follows: 

Abjuration magies are primatily concetned 
with the prevestion and exclusion of particu- 
Tar magical and nonmagieal effecs, sicus- 
tions, or individuals, and inelade most spells 
of protection, avoidance, and repellence, 
Examples include protection from evil spells, 
spells that dispel magic, and the anci-magic 
‘Hel pels among others. This magic i Sa- 
bile by those of the Whice Robes only. 

“Alteration spells modify existing conditions 
ot individuals through the infusion of magical 
energy. Spells that give the recipient enhanced 
Sttengch of the ability to ly, chose tha trans- 
totm substances (palymomph self or others) 
and spells thar have general effects (move 
earth or lower watet) ate all alterations, "This 
magic Is the province of the Order of the Red 
Rohes alone 

onjuration/Summoning spells we « wom 
binacion of two sepunite magics in variable 
quantities: The coujucatioa par brings addi- 
sional nnauct fiom elsewhere, while the sums 
tvoiing portion creates a duct between the 
taster and some gecatce magical power Spells 
{hae summon existing animal of monsters in 
an arca, bring inco being on this plane extra 
dimensional creatures (auch as elementals, for 
‘example), of use such ereacuces” power (such 
48 a wish ot power word) are conjuration and 
summoning magics, Both conjuration and 
summoning ate usable by the Order of the 
Red Robes. Coojuring may be sed by the 
White Robes as well, while summoning may 
be used by the Black Robes. 

Divination spells are those that uncover 
information that is otherwise hidden under 
normal circumstances and include spells thac 
detect magical effects, invisibility, and the 
like, those spells char predict hidden ot fuuute 
fevers, aid chose that place the caster in con= 
tact with powerful extradimensional creatures 
bist do not involve dizect action by those eteae 
tutes. This sphere is the common ground ofall 
Keynn magic and all wizards ean use divina 
tion spells regardless of thet order, 

Enchantment/charm spells place a 
ddicomer on the sxget individual of item that 
radiates a magieal aura. On physical items itis 
normally used to invest an item with magical 
powers (such at deeppockets or bind), bu is 
mote commonly used to induce particular 
‘emotional or mental states in living targets 
(sach as animal friendship, forger, and Otto's 
uttesistable dance) The magic jarspell, which 
‘was originally listed 2s @ possession spel. is 
teally an eochantment/chatm spell. These 
spellscan be used by wizards of the White and 
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Diack Robes: 

Erocation and invocations both channel 
magical energy, using that energy 0 create 
speed HEED and types of monn, Thess 
cffects include permanent Features such asthe 
svall spells, forces such as the Bigby’s hand 
family of spells, and temporary eects such as, 
lightoing bolt or fireball invocations are eds 
icated 10 a particular powerful extradimen- 
sional being and ase usually confined 10 
clerics, while evocations involve utilizing 
ambient magical energy. ‘These spheres of 
‘magic can he used by the Orders of the Red 
Robes and the White Robes, 

lusion phancasm spells create false reali- 
ty, This sphere includes the bulk of the spells 
listed in. the illusionise sub-class, Musions 
alone create the apparent existence of items in 
the minds uf the viewers, while phantasms 
tucate a shadow reality that gives these illa- 
sions the power to affect the viewer as if real. 
‘These ar the provinee of the Red Robes and 
the Black Robes. 

"Nectomaatie spells involve the health, hit 
points, or normal functioning of a living ot 
conceiving target. Spells that increase oF 
decrease hit points, cause or cure disease, ot 
tescote Joat souls co their bodies all are necro- 
rnantie spells. These are the province of the 
Black Robes 








‘A suimmary ‘of magical spells divided 
according to level and spell rype can be found 
fn pages 126 and 127, Use this listo deter- 
‘mine which spells are usable by the different 
orders of wizardry. 


the towers of high 
Sorcery 


Originally chere were five Towers of High 
Sorcery. Buile by the ancient wizards as centers 
for their rafts and learning, they were located 
in the ancient cities that later came to be 
called Palanthus, Wayreth, Istar, Maligoth, 
and the Ruins. 

the towers were all alike and yet all differ- 
ent, The general outline of the towers was 
determined by a centtal committee of mem- 
bers ofall tree orders (since all orders use the 
towers). but the supervision of the consuut- 
tion work was done by wizards why Irappened 
(o live in the area, This resulted in the same 
general structure fos all wowers, but widely 
‘varying details and specific layouts. 

“The general arrangement of the towerscon- 


the towers of high sorcery 
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sisted of central complex surrounded by 2 
field or gatden. This field was different for 
each of the five towers. The Tower at Wayreth 
‘was surrounded by a tansdimensional field 
that allowed it to appear anywhere within 500 
unis of tg usual place in Wayred Forest, The 
‘Tower in Palanthus was surrounded by the 
Shoikan Grove that emanated a continuous 
and very powerful fearspell. These ate the ewo 
towers that ate most commonly knowa today. 
Knowledge of the other three towers is hard to 
come by, but the properties historically 
ascribed to these towers’ gardens were sleep 
(Daltigoth), forget (Isat), and passion (he 
Ruins). While each of these gardens held 
‘many other formidable obstacles, these were 
their principal attributes and defenses 

All towers. ate neutral zones. Fighting. 
among the wizards is not permitted and is 
punishable by immediate death. 


‘the tower of Wayreth 


‘The Wayreth ‘Tower's defense is the most 
tunusual, for one does nor seek out the tower, 
icfinds you, The garden about Wayreth's Tow. 
ct bas different dimensions at differene times 
and the Tower itself is said co exist withou 
dimension, always existing where it is 
‘The result is that one could he walk 
forest and suddenly be trespassing within the 
domains of the wizards of Wayreth, Just where 
this tower's garden couches the world of men, 
and elves is controlled by the wizards them- 
selves, In this way they protect the tower from 
curemies oftheir order while sil enabling wie 
ards to eater the tower. 

‘Access to the Wayreth Tower is the mose 
rescricted ofall che Towers since che Masters oF 
High Sorcery decide who may cates. The tow- 
et is never where ite looked for and can only 
be found when the wizards wish ie to be 20. le 
is impossible fora chanicter to enter the cower 
though astral rivel of the outer planes of 
existence ae the cower is not connected t0 
those planes. (Only the Tower Portals ean 
touch on the other planes; otherwise, Rastin 
would have had little difficulty in reaching 
the domain of the Queen af Darkness) 

If the wizards wane a person to enter the 
‘Wayreth Forest, he has lcte choice in the mat- 
tet, He may wake to find himself surrounded 
by tees, He may try co walk away. only to find 
himself inexplicably walking into it. Or he 
be lured inside by che magical singing of 
Is promising bins his ear’ desires. Any- 
fone awempting w enter the forest without 
invitation can do so, buthe better be prepared, 
to give a good explanation of himself to the 
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wizards quickly. Ocherwise he is aracked by 
the wees. 

yen those invited into the forest (such as 
mages eraveling to take the Test) are accosted 
hy che feeling of overwhelming magic. Iecakes 
every bit of courage and will they possess to 
make their way 0 the tower itself, Wizards 
generally travel to the cower via magical 
‘means and do not bother to go through the 
forest. The exception to this would be a rene- 
sade wizard, who would not be permitted to 
teleport or otherwise encer the tower without 
permission 

“The lower af Wayreth differs from the oth- 
‘et towersin that it contain a great central hall 
‘where the Conclave meets, This hall is huge. 
so large that the ceiling is lost in shadows. Te is 
round, made of stone, and there are no dew 
rations or enhancements of any kind. Stone 
chaits, created by magic, stan ina semi-circle 
atone side of che hull, There slight without « 
source inthe bull; iis brightest upon the 
emiccislc of chaiss. The entrances to this hall 
ite magical, No onc is permitted inside wales 
the wizards transport him here, Anyone wan. 

leting about the tower would never encounter 
the hall, 

‘The black, rune-covered walls of the Tower 
cof Wayreth were built by magic and are part of 
the tower's defenses, No weapon exists that 
can even mar the surtace of these walls, Thus 
the Tower of Wayreth remained standing rela- 
tively untouched when the rest of the world 
‘vas destroyed in Raistlin’s attempt to over 
throw the gods. There are no guatds at the 
gate of the tower; there is no need. Once 
foside the gates. the adventurer passes 
theough a huge courtyard paved with cay 
flagstone. The courtyard appears enapry at 
first glance. but anyone walking actoss will 
suddenly realize chat itis filled with people! 
‘They camiut be seen directly, only out of the 
caer of the eye. These are mages traveling to 
and from the tower, mages taking the ‘est, 
‘mages experimenting, et, 

‘An adventurct in the couryard if invited 
to the cower—is transported magically to one 
of the tower's many sumptuous guest rooms, 
"These ate like the moet luxurious rooms of the 
best inns in Krynn. Uninvited guests (chose 
‘who make i this fai) are either taken imme- 
diately to stand before the Conclave or to the 
dungeons. The dungeons of the towers ate so 
dreadful that no repoee of them has reached 
the outside worle—no one who ever went in 
came back alive to report on it. 

‘A wizard enteting the tower receives his 
own private quarters, the placement and 
decor of which depend on the wizard’ level. 
Student magic-users and apprentice wizards 








have cheie rooms on the same level asthe guest 
chambers. High-level mages have mote ele- 
gant quarters atthe top ofthe tower. There are 
no locks on any doors 2s all wizards respect the 
sanctity of others’ . 

“Thete ae ibeates of spell hooks within the 
tower, plus libraries of magical scrolls and 
magical paraphernalia. These are under the 
conttol of the Conclave and can be given as 
gifts to magic-users (almost all young wizards, 
Who pass the Test are given some powerful 
aantfact cai them in their profesion). These 
may also be purchased (in the case uf anifacts 
and scrolls) or studied (in the case of spell, 
‘books) with the petmnission of the Conclave. 

Purchase prices for items would most likely 
be in tems, of similar items rather than 
‘money. A wizard desiring to purchase a scroll 
ould offer aneher olin bangs otoe 
‘other magical object of comparable value. 
‘Thusa White Robe wizard who comer actos a 
scroll of evil magic would not destroy it, but 
tather take it to the tower to trade tora scroll, 
he can ute. 

‘Wizards can choote to be buried within the 
tombs of the tower, although this is not man 
ddatory. [tis rumored that those wha chonse £0 
rext within the tower's walls serve their aft 
even after their death by performing such 
tasks ac guarding the dangeons of aiding in 
the Testing of young wizards. At the time of a 
wizacd’s death. all possessions and spell books 
afe either bequeathed ro an apprentice, a fel- 
ow wizard, or semt co the towe1. Thus there 
are no magical anifacts butied in the tombs of 
the tower. 














The Shoikan Grove 
of the 


Tower of Palanthus 


‘The fear generated by the Palanthus Tower 
isone of the most respected visible defenses of 
the five. This permanent spelt is of such power 
nat only one uninvited guest has ever reached 
the towe—Tasilchoff Burrfoot managed to 
ppenctrate the Shoikan Grove while piloting a 
Alying citadel over Palanthus. Wizards ate 
_gcnetally of the opinion thatthe penetration 
yas due to the fact that the citadel was 2 
device of magic itself and the pilot of the cta- 
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del was, at the time of the penetration, 
encased in a magical field 

In the time following Raistlin’s death, 
‘Dalamar, the successor to Raistlin as the Mas 
ter of that Tower, laid farther enchammems 
‘on the garden co extend its effeces uid powers 
into a dome thar encased the tower as well as 
shielding ic physially fiom any assault, Pro- 
jectiles now defleut harmlessly (as would fly- 
ing cides) and the fear chat emanates from 
the grave is unchallengcable, 





the tower of high 


Sorcery at Palanthus 


‘The Tower of High Sorcery at Palanchus 
hatgcs io aspect depending on when in its 
history itis visited. 


Pre-Cunse 


Originally one of the most beautiful ofthe 
towers, the lower at Palanthus was also con- 
sidered one of the most powerful. Hete it was 
thar the wizards of all the orders came togeth- 
‘ecto-creace the dragon orbs that were responsi 
ble for helping to defear the Dark Queen, 

‘Any entering the cower at this time would 
find ic similar wo the desuiption of the Tower 
‘of Wayreth, except tat this tower is equipped 
with a laboratory instead of a great hall. (See 
the description of the laboratory.) 


tne Curse 


During the Age of Might, the wirards grew 
so powerful that many people feared they 
might take over the world. Among these was 
the Kingpriest of Ista, the powerful cletic of 
good. He cumed the people against the wiz- 
ards. Mobs rose up and attacked the cowers, 
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le would have heen easy for the wizards to 
have destrayed the people, but they knew that 
in so doing they would destroy the world. 

Rather than do this, they chose co. sacifice 
their own power in the world. They destroyed 
{wo of the Towers of High Sorcery—uhove at 
Dalkigoth and the Ruins, They turned the 
‘Tower at Itat uver wo the Kingpriest and were 
inteuding to give him the Tower at Palanthus 
‘but for the sersible event that was to befall ic 

In return, they were allowed to retain the Tow. 
et at Wayreth, and ic was here chat they 
brought as much of their libraries and as many 
of their magical artifacts as was possible, 

At the beginning of the ceremony to turn 
cover the Tower of Palanthas o the Kingpries’s 
repeesentative, an evil wizard—driven insane 
by the downfall of his ar-—leaped ftom an 
‘uppet window and impaled himself upon the 
spikes ofthe tower's gate. As his blood flowed 
to the ground, he cast a corse upon the tower, 
saying that nq living being would inhabit it 
until the Master of Past and Present revurned 
with power. 

tis unlikely that any would be able ro ener 
the Tower during the period the curse is in 
effect, The only ones known ro have done so 
were Raistlin, Caramon, wad Crysania, who 
cane here long after the Cavaclysm (Raistlin 
‘mistakenly believed a Portal existed in the 
tower at this time). 

‘The tower is uatded by undead of all sors 
that petmic an adventuring party in the tower 
only if Raistlin (whom they would recognize) 
in present, 





the Tower Ouring 
Ratstlin’s Rule 


‘Those who enter the tower during this time 
arcundoubtedly here by invitation and are, in 
aay case, completely under Raistlin's conto 
They therefore see only what Raistlin wants 
them to see. This might include Raistin's 
study,  luxutiously. appointed room filled 
with books, comfortable furniture, and 
objects of interest from all over Krynn. A fire 
in the hearth dispels the chill of the tower, 

“The books in this room are not spell hooks; 
those are in the laboratory. These books are 
works of poetry and prose, books on herbal 
ote and anatomy. books on philosophy, and 
ueatises on magic. The objects decoraring che 
‘oom are also nonmagical. being bewutiful ot 
hnideous but all csious. These ate mementoes 
Raistlin has acquited in his travels, 





Oalamar’s Quarters 


Dalamar is Raistlin's only apprentice. 
Despite the face that he ia dark elf, his quar- 
ters ate very elven in design, being decorated 

rugs and furnicure that celebrate the 
beauty of nature. Thete are also many inter- 
esting and curious object in these tooms, plus 
‘many magical ones and Dalamar's spell 
books, 





‘the lasoratory 


‘The laboravry is located in the cop of the 
‘Tower aud can be reached only after climbing 
a nattoy stone stairway chat spirals up, the 
inner wal of the tower. Since the center of this 
patt of the cower is hollow, one misstep on 
those stairs means that the person falls to his, 
death. 

Upon entering the laboratory, advencuters 
note that it is much lange than it could possi- 
bly be, given the size of the tower. The pri 
mary abject in the room is che great stone 
table, Dragged from the bottom of che sea by 
magic, it 0 large that @ minotaur ean lay 
down full length upon it. I¢is covered with 
runes to wate off any outside influences that 
‘might affect the mage’s work 

‘Also present inthis room are shelves of spell 
books, These include the night-blue bound 
spell books of Fistandantilus, plus Raistlin's 
‘own black-bound spell books, Here also | 

many 
is Raisin’ own. handwriting. Vatious 
items and artifacts are also here. 

Raisclin is an expert in alchemy, 0 bottles 
tnd. beakers of various chemical are found 
bboth on the stone table and in other parts of 
the laboratory. He has also delved into the art 

fvivisection, and vasious animals and parts 
‘of animals (including humans) can be seen in 
jars and beakers. Several complete skeletons of 
animals and humans stand in the comers, 
Parts of skeletal remains lie about. Some of 
Raisthn’s experimental creations live in jars or 
cages and take an avid intetest in any new. 
comer who enters the lab 

‘Ar the far end, almost obscured by 
shadows, hangs the purple velver curtain that 
hides the Portal. If these curtains are drawn, 
the character sees an oval doorway standing on 
agolden stounded by the diagon 
hhcads uf Takhisis, dhe Queen of Darkness. 
When not activated, these heads appear to be 
plain gold metal, although the character may 
have che uncanny feeling that che cjes of the 
hheads ate watching his every move, When 
activated, the heads glow blue, red, black, 
seen, and white and seream the praises of 
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their Dark Queen 





The Chamner of Seeing 


Here dwell the Live Ones, Raistlin’s failed 
experiments in eteating life. He is unwilling 
{o show them to anyone with the exception of 
Dalarar, Their taskis to watch the pool thats, 
aistlin’s window on the world, Looking into 
fy he can yee anyching tat ip currently hap= 
ping anywhere in Kryna and can, (0 a cer 
tain degree, affect the actions of those he sees. 
4 cn oly ve he present in the pool he 
‘cannot sce cither the Future or the past, 

‘The pool is quite similar in oacure to the 
ceystal he (ay Fistandantilus) presented to 
‘Astinue the Historian 





‘he Live Ones ate ile hard, ba 0 
igtueiome Iooking and fou! smelting that any 
“character not of evil alignment must success 
fully rll « Constitution Check or became vio~ 
wasithe effect of lowering the 


ies ‘ill Thi 
iss “roll by leat tener 
i a rs while ithe Chamba 











After Raistlin’s Oeath 


‘When Dalamar became Master of the Tow- 
t,he instituted many changes. Among these 
ate opening up living quarters for additional 
apprentices, His most important ac, however, 
was to shuc the laboratory and seal it with & 
powerfl curse, A lich goards the door and 
suffers none to pass 


‘Guardian Groves of 
pie sashes Towers 
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early Life of a wizard 
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€arly Life 
Of a WIZaRd 


All those who wit to join one or another of 
the Orders of Wizagdry begin their aaining as 
children studying magic under a Master Mage 
(one approved hy the Conclave for the teaching 
ff young magie-users.) Magic-users can rise tO 
the level of Initiate without formally declaring 
their alignment and without declaring loyalcy co 
the Conclave. Thus a magic-user could remain 
an Iniciate all his life, practicing only minor 
spells, without having vo take the Test. 

‘Those seeking greater power must travel to 
the Tower of Wayreth for the Test, Here they 
declare che alignment and are assigned to 
higher level mage to serve time as apprentice 





wizards. ie 
‘An apprentice is generally toa 
wine hs dead gn sRtcugh a 


later days, Dalamas, wizard of the 
Robes, was known to accept Red Robes as 
apprentices. So also a White Kobe wizard 
might accept a Red Kobe a5 apprentice. 








Test of 
high Sorcery 


‘The Test of High Sorcery is more than just 2 
tial of a person's abilities, it alo tests 
hhow that person will use the abilities he has 
and thote he will gain. Magic is powerful in 
the world of Krynn and, to the wizards, the 
distinctions berween the thtee different fac- 
tions of wizardry are most important 

Fach initiare’s test is 2 different one, 
designed especially for his needs and weak- 
nesses. Failure means death. Because magic is, 
such a powerful force in the world, the wizards 
ate extremely careful abour who is allowed to 
‘wield this power. They are noc incerested it 
‘whether the power is used for govd ot for evil 
‘0 much as they are concerned with irresponsi- 
bile use of the power (onc reason there are 00 
kkender magic-users!). A-wizard who agrees to 
take the Tese, thercfore, literally pledges his 
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life to che magic. He must prove to the satis- 
faction of his fellow wizards that he sakes 
magic: at he will devote his life 


ie seriously and th 
to magic, 





Changing Orders 
after the Test 

From time to time, a wizard’s actions will 
‘indicare that he is no longer a follower of the 
tenes of his originally chosen order. Raistlin 
Mijere, for example, won his Red Robes in his 
‘Test but thereafter events and his own decisions 
brought him to the way of the Black Rebes, Such 








wizards Of the white RoBEes 


St eee 


Wizards OF 


the White Roses 


‘Wizards of the White Robes generally 
levele slower than their brothers, yee they 
mately atin higher levels than any of the 
‘other magical orders. 

‘A White Robe wizard must follow the ways 
‘of good and keep this goal in his mind in all 
thathe does. Acts contrary to the mandate of 
‘good can eventually result in the downfall of 
the wizard. One of the firs indications that 2 
‘wizard has lost sight of his order's goals is thar 
his order's moon no longer affects his abilities. 
‘Also, certain spells may not wotk for him any 
mote. 


Wizards of 
the Red Roses 


A wizard of the Red Robes gains levels 
faster than his White Robed brothers, but 
slower than his Black Robed OF 
all the wis ries, the Red Robes the 
‘widest range of spells available, 





‘Wizards of the Black ROBES 








Wizards Of 
the Black Ropes 


Black Robe wizards gain levels faster than 

cither ofthe other ewo orders, yet itis in cheit 
16 to top out in levels sooner than either 
1 other orders 


Renegade Wizards 

‘Wizaids who attempt wo live outside the 
law of the Towers of Sorcery arc known as rene- 
| regio remetiocs irate or) 
‘who do not quickly contact che heads of an 
order they wish to join will find themselves in 
tee ree cof being consideted a renegade 
aa 

Renegade wizards are considered by all 
orders to be a menace to the balance of magic 
iin the world, It was only by the barest of mar- 
‘gins that Rasstlin, a magic-user of exttaordi- 
‘nary powers, rerai ‘his sration in the Order 
of Black Robes since he was obviously intent 
upon defying them by entering the Abyss and 
challenging the gods. Why the Conclave did 
not order his destruction is unknown. (Must 
believe thar it was because they feared they 
would not be able to stop him.) Thus they 
sent che dark elf apprentice wizard, Dalamar, 
xo spy on him and eventually attempt to 
destroy him, 

‘A renegade wizard who has come to the 
axcention of the orders is invariably seen as a 
‘threat that muse be either neutralized or elim: 
inated. Each of the orders has its own way of 
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messencers of the heavens 
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Since the catliese days of Krynn, the wisdom 
‘of the gods has been brought to all races 
through the efforts of the clerics, the mortal 
messengers of the will of heaven, 

Many have been the faces and names of 
these gods over the cencuries, Their precise 
fnames, appearances, and demeanors have var- 
ied from land to land and people to people 
Some nations have worshiped many gods and 
some have recognized only a few 

Yet while the names and faces of the gorls 
may have heen perceived differently ftom 
time to time and place to place. their general 
philosophies, laws, and powers have remained 
constant and recognizable, What one clan 
may call Thak another may call El, yet both, 
‘were names by which Paladine was known and 
both peoples were equally worthy in his eyes 
as true worshipers. 

So iis that dhe history of the gods, or thae 
partof the gods history that is known co men, 
depends greatly upon the euleu in which the 
deity is recognized. With so many different 
cultures on Keynn, the task of sorting the 
truth from human fabtication and exagg 
tion is a difficult one, Suffice it to say that 
while not all worship the gods in the same 
way, their faith and dedication to the baste 
principles of eheirereatots is accepted by the 
pods 

or purposes of our discourse here, how: 
vet, we wil be seting forth the gods as they 
are known among the Knights of Solamnia 
and as revealed by Paladine to Blistan. ‘The 
basic facts seem to be confirmed by many 
annoraced historical works compiled by 
Astinus of Palanthus, 

‘Thete ate 21 gods who are he masters of 
Kaynn's universe. They arc allied seven on 
cach side of the ttiangle of good, evil, and 
seta, They ate presented a thie sep 
tate fans o 

‘the fas nly the family of Good, is thac 
of Paladine, Mishakal is his companion and 
aalvieot. The ewin cons, KiiJolith and Hab- 
bakuk, administer to cheit own orders of the 
world, Their chird son was Solinasi who left 
the ctele of the family at keeper of che magic. 
vo other gods of good, Majeze and Brancha- 
la, were adopted into the family from 
Reyond. 

‘The second family, the family of Neutrality. 
{s that of Gilean, He holds a pattarchal posi- 
tion in che family: he has no known compan- 
ion. Zivilya and Chislev are companions, ay 
ate Sirion and Shinate. Both were paited 
befoie die eoming fiom Beyond. Lunita is 
the dangheer of Zivilyn and Chislev. Reons 
came alone from Beyond to be adopeed into 
the family of neutrals; many are the fanciful 








and tragic tals told of his existence before the 
steation of the world, 

‘The third family, the family of Evil, is chat 
of Takhisis. Her consor is Sargonnas. Zeboim 
is the daughter of these ovo and Nuitad is her 
twin brother, Mozgion, Chemosh, and Hid- 
dukel have been adopted into this family and 
were called into this universe from Beyond by 
aleisis. 

‘While these gods are nor alone in the heav 
ns, they ate the only ones who are involved in 
the lives of the peoples of Krynn. Even though 
the gods take an active and impassioned incet- 
est in Krynn, they mainly allow the course of 
‘man’s destiny to be shaped by the fice will of 
mankind, The gods prefer co lec hei will wid 
stenge be felt through their agents eater 
‘Ono dhrough diteusinteeveation. 

‘Thete are, however, several notable occa- 
sions in which the gods took a direct hand in 
the course of the world of Krynn, 


Origins of Pith: Each religion on the face 
of Krynn has its own version of the origins of 
their faith and theie god. Generally speaking, 
hhowever, all of them agree that this universe 
was ereated by the gods ou of chaos. Once it 
formed and creatures began to walk the face of 
eyna, the gods instituted their faiths among 
their creations, Thu all learned the ways of 
faith in the unknowable. 

"Thtee of the gods, Solinari, Nuitari and 
Lunitari, forsook their former positions and, 
circling close above the world, brought magic, 
in all its forms co Krynn, Theie history is 
‘elated with chat of the wizards, 


"The Whitestone Glade: It was hete that 
Paladine, Kiri-Jolith, and Habbakuk. all 
appeared to Vinas Solamnus. They gave him 
the orders of the Knighthood chat he would 
build. They lefe a sign ai a remembrance of 
theit visie—a grent pile of cretal. 

Huma aad the Lance: This legend ells of 
‘great deede done with ehe gods themselves. 

Takhisis was determined to impose hee will 
upon the lands of Krynn by diseet action. 
While she dwelt upon Keynn, she wteaked 
havoc with her dragons and other minions 
The forces af the Knights stood ia her way, hut 
there were none among them who had the 
heart of a true Knight nor the courage 
tequited to stop the Queen of Darkness. 

"None save Huma, 

Huma undertook the long, dangerous jour- 
ney wo Godshiome, high in the Klualkist 
Mouncains to the eas of Solamnia. It was here 
that his dragonlance, forged in the mountains 
of Ergoth by silver dragons, was putfied and 
endowed with special power over the Dark 
Queen, Huma, a knight who was baited from 
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the highest orders ofthe Knights of Solamnia, 
give the fillet mensure of any Knight a ban 
ishing the Queen of Darkness from the world 
fora time. Ii still said today that the place of| 
Godshome, should. anyone find it, is one of 
sreat promise and power. 

‘The Night of Doom: No tecords have ever 
been foxind concerning this night, for all who. 
participated in it are now far temoved from 
the knowledge of mortal man, On this night, 
thirteen days prior to the Cataclysm that end- 
ed the Age of Might, the true clerics of the 
land all disappeared, Legends have it, how. 
ever, thar they were taken up by the gods «0 
protect them fiom che calamity Una was w 
come, 

‘This ip aot to say chat all cries were taken 
‘up—far fiom ic, Only slesies of pute faith and 
ood heart were taken, ‘There. were few who 
qualified, 

Mishalal’s Returns In the year 351 AC, a 
princess of the Abanasinian Plains was given a 

glorious gift. Mishakal appeared to het and 
fave her the Dist of Mittal on which are 
‘written the true words of the gods and theit 
ower, It was the first manifestation of the 
{eve gods in over three centuries. From these 
heginnings, the message of the gods went out 
cross the land and re-established the people's 
faith in the true gods. 


‘The War ofthe Lance: Takhisis, the Queen 
of Darkness, scarted the War of the Lance part- 
Ilyas. diversion from her crue intent co find 
the Everman, Once the temple at Neraka was 
complete, then her way into the world from 
the Abyss would be open and she would be 
fice to rule the world. hae 

Opposing her, however, were the gods of 

ood and tury Palade sppes ene 
fice of Kigan for time in dogoite, In chi 
‘way he influenced men to choose the path of 
‘good to fight the evil. All the while, Paladine 
tried to maintain the balance of the world and 
limit the gods’ interference in sts workings. 











Gender and 
the Gods 


While male and female genders are applied 
to the gods of Krynn, no moral has ever been 
able co wcertaln whether the gods have gene 
des Any determination of their gender is 
impossible a legends oftcn speak about them 
appearing in cithct form at thcit convenience, 
Paladinc himself, however, scems to have 
affirmed che relationships as described in this, 


osligations of clerics 
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section a6 heing ‘as good a card toss into the 
that as have ever seen.” No one is exactly sure 
‘what thar means. 

‘Thus there are occasional gender confusions 
and contradictions among different legends of 
the gods. Wizutds, for example, revere the 
“Tiuee Brouhets" of magic (Solinar, Lunitari, 
and Nuitari), but the revelations of Paladine 
to his servant Blistan seem to indicate chae 
lLunieat isthe daughter of Gilean, not his son. 
"The eruc facts of the matter are of litle impor- 
tance to the everyday lives of mortale on 
Keryon, 


Opligations 
Of Clerics 


Call to the Service of the Gods: A Krynn 
character who wishes to enter into the service 
‘of a god muse frst be accepted by the god asa 
devotee, The character must seek the help of a 
cleric who is a follower of the god. If the cleric 
isconvinced of the chatacect’s sincerity, he will 
teach die duatacter the beliefs of the god and 
the dictates of his religion, There is occasion- 
ally a teat ifthe eletie 8 not convinced of the 
character's sincerity in joining the clerical 
‘order of this god, Once the characters accept 
cd, he is now a cleric of the god, His teacher 
gives the new cleric a Medallion of Faith (see 
‘page 92) and sends him off to preach and grow 
in the power of his religion, 








‘The Straight and Narrow: Clerics of the 
DRAGONLANCE® game world enjoy many 
privileges bestowed on them by their gods, 
‘often more than those given clerics in other 
universes, However, o maintain the blessings 
of these privileges, each cletic of Krynn must 
wall the straighe path as dictated by his deity. 
I is tue chat some paths are wider than ovhers 
(depending upon which deity is being 
served), bur all gods agree that the penalties 
for not following the precepts of one’s religion 
are great indeed. 

‘Acts Required: Bach god requires different 


acts of obedience from his clerics, These must. 
‘be performed in accordance with the precepts 
‘of the scligion, The following pages describe 
those things the known gods of Krynn require 
of their followers. 

‘The Fallen: Occasionally a cleric falls from. 
the grace of his deity, He immediately fiads 
his powers diminished and abilices impaired, 














Repentance: Cleries who have fallen from 


the grace of their church lose their ability to 
call down miracles in the name of their gods, 
Wis a sad fact that often thtough misjudg- 
ment of mortal frailty, a cleric performs some 
act contrary 10 the desites of his or her deity. 
‘When this happens, repentance is the only 
recourse open to the ceri, 

Repentance requires acknowledgement of 
the wrongdoing, a sincere statement of 
repentance and restitution (when possible) or 
penance (when not), 





Railing against the Gods: Rarely does 
mortal challenge the mighty gods of Krynn. 
First of all, mortal characcers in this woskd 
rarely accain che power necessary o engage in 
such combac, Secondly, the gods (with the 
exception of the gods of evil) rarely involve 
themselves direculy in the affairs of mortals. 
Diecly incecering in the affairs of Krynin is 
seen as meddling with an experiment in prog 
tess and thus bitsing the outcome, Free will 
‘vas given to men and mortals on the world so 
that they alone would make the world move— 
the meddling of the gods is viewed at teat- 
tangng the gut na working clock 

uf it is only on the most rare of accasiont 
that the gods have ditect contact with mortals 
other than through eleries or other intermedi- 
aries, Hven then, these visitations usually 
involve only 2 spitinual manifestation of the 
god to the moral. 

Forall of these reasons, mortals who wish to 
follow in the dark paths of Raistin'sfoorsteps 
find theit task one of the most impossible in 
all of Kiynn. Raistlin leaned but one lesson: 
‘That selfish victories me hollow when all you 
wd 0 gaio is aid waste in your attempt to 


fone of the godsis encountered on the face 
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of Krynn and conflict ensues, remember that 
‘when 2 god of Krynn reaches 0 hit points he 
doesnot die bu i cas in suffering back into 
his own plane of existence to rest and heal. 
“While this may rid the world of the god’s pres- 
‘ence for a time. you can be sure that he will 
reruin with a vengeance, 


Godly Spheres 


of Influence 


‘The universe of dic DRAGONLANCE® 
Saga contains « panthicon of deities that over- 
sees the world and spirits therein. 

should be no surprise that, considering 
the many tics in charge of the 
DRAGONLANCE campaign wold, each god 
has his own area of expertise. And since every 
cletic obtains his powers from a single deity, 
the powers available to the cleric depend upon 
the specialty of his deity 

“The listings of the gods inthis section con- 
tain familiae game data, but also give thece 
new categories of godly statistics: Spheres of 
Influence, Specials, and Additionals These 
grouping define dhe range of pel that cn 
be obtained through worship of each dei 

‘On pages 120-125 of this book, there is a 
listing of clerical spells. The spells listed there 
ae grouped into categories that reflect cheit 
nature. These categories inchude All, Aninnal, 
‘Astral, Charm, Comba, Crenion, Divis 
tion, Blemencal, Guardianship, Healing, 
Nectomancy, Plants, Protection, Sella, Sam: 
rmoning, said Weather. 

Gebietes 
ay ric w 
however, chat there may be cecain retitions 
‘onthe way that some clerics can east thee spells. 
For example, clerics of good can cast only the 
true form of the lighe epell and cannot cast its 
‘reverse, darkness. On the other hand, clerics of 
clean east only darkness. 








Oeity Oescriptions 





‘Sphetes: gives the general categories off 
spells chat clerics of that deity ean learn and 
case each day 

‘The names ofthe gods are listed with nota- 
tions under them concerning the abilities and 
spells they grant to theit clerics. These noca- 
tons are interpreted as follows: 

‘Specials: These ace the spells the deity 
grants his followers in addition ro any other 
pelle they normally obtain. These special 
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‘thE Gods of Good 


the Gods of Good 
Paladine 


‘As the Father of Good and Master of the 
Law, Paladine is the: pokes for the gods of 


good. A supreme leader, he does not interfere 
‘ich the af of his fellow beings along at 
their doings do not councer the law of good, It 
yaPaaine, during she Age of Tight, who 
led the gods of good from Beyond at che ditec: 

of the Highgod, to eeeate thie place and 
time. He led the gods of good in the All- 
Saints War and represented his otder to the 
other orders of the god 

Hie knew better than his beothers the need 
for balance and the interdependence of the 
thtee major orders of gods. His vision saw the 
tueed for balance and conficc as the catalyst for 
eauning arid progress, 

Many belicve that Paladine assumed moral 
form as the ancient het Hun to drive the 
dragons fiom the land during the Age of 
Dreams, This was not so, but Paladine's hand 
isevident in the history of that time. There are 
‘many tales of Paladine's presence in that time 





The Gods Of Good 
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‘and this may account for the belief that he was 
Huma. 

Paladine’s constellation traditionally 
uatds the Gate of Souls, keeping the dragons 
from returning to Kryan. It is of no small his- 
torical interest that his constellation disap- 
peared atthe time of the Caracysm and that 
ragons reencered the world soon afterward. 
Now that his coustellaion is once again in the 
night sky, dragons still emain in the world of 
Kynn, but no visitations from Paladine have 
cecurted since then, 

"The Gate of Souls no longer holds what Pal- 
aadine himself described ay the Balance of the 
‘World. During the time of the Cataclysm, he 
and his fellows withdcew their direct influence 
fiom the world and caused the Cataclysm. 
mastoid that for 60. Lope ers 
‘yam, Paladine's tear filled the oight sky 
twin thle billance, bia 

‘When the time came to reclaim Krynn in 
the name of good, Paladine took the form af a 
rather befuddled old wizard named Fizban 
the Fabulous, who wandered the world to 
prod those who could change the destiny of 
the world, fr is most important to nore that 
while Paladine often intervened in seemingly 
minor matters, he never directly used his vast 
powets in affairs of greac consequence. Pular 
dine worked through men aud thie fre agen- 
cy to accomplish his desies. He would offer 
‘what guidance he could, but i was wp to men 
ww save their world, 

aladine rules the Dome of Creation that 
surrounds all that is. [es an ethereal land of 
perfect beauty. These lands are vase indeed 
And those who have walked them yearn to 
revurn, 



























KirrjJouth 
Lape pr gat ogee ots] 
His constellation seems to threaten 


dine, form an alliance that supports the 
of Solamnia in all their works. Each of 
the three Orders of the Knights was estab- 
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lished around one of these thrce gods. 





Mushakal 


‘The fabled goddess of healing is known in 
neatly every culture and courty on the face of 
Kayon. In ancient times, she was the most 
revered of dre ministering gods and in her 
‘name many temples were built for the teach- 
ing of the healing ars. 

Ta raore recent times, Mishakal is known as 
the Beater ot Light Bringer asic was through 
her thatthe knowledge ofthe ese god was 
restored to the world, Mishakal’s gift of the 
Disks of Mishakal again brought knowledge to 
‘men of healing power and true cleties. 

Mishakal is 5 companion and advi- 
sot, They have twin sons and 2 third son io 
Solinari the god of good magic. 

‘in posCataclysmic Ansalon after the War of 
‘the Lance, clerics of Mishakal’s order were the 


the Gods of neutrality 
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‘most numerous ofall elec. Neady every com- 
‘munity on the face of Ansalon had a cleric ofthis 
order to minister to the needs of the 

“These clerics were especilly sought alter 
selventuning pares ft their curative abilities, 


Napsakuk 


‘The god of animal life and the sea, Habba- 
suk holds aspecial place in the hearts of sailors 
sux rangers. His skills of che wild and belief in 
the harmony widh nature constitute a peaceful 
teaching. He is seem as symbol of eveuual life 
beyond the world and a strong enforcer of nat. 
ural justice, He is the twin brother of Kis 
Jolich, Wieh his brother and father, he helped 
form the Knights of Solari, 


Branchala 


Before the world was cteated, Branchala was 
@ companion to Habbakuk, Branchala fol- 
lowed his friend s0 that he too could help 
forge worlds 

His missic that of the sons of all who live. 
'No one who has heard his melodies can ever 
remember the depths of feeling they brought 
into mind. Iv issaid that his music tesides in us 
allan harall hen esti i unknown ret 

i. 


Solinari 


This son of Paladine is the master of good 
‘magic. He spins through the sky over the 
‘world and keeps his watchful eye on all magic. 
The tale of Solinati is given in more derail in 
the section on the Wizards of High Sorcery 


the Gods 
of Neutrality 


Gilean 
Gilean is the patch of the newly 


‘of gods, He holds a book, che Tobril, thae con- 
tains all che knowledge possessed by all the 
gods. All uth is contained im thac single 
tome, but portions of it are sealed, Gilean 
resides in the night sky beeween the constella- 
tions of Paladine and the Queen of Darkness, 
aa if to hold them in their places and keep 
them from desttoying each other. His real 
abode is believed to be the Hidden Vale, a 
perfect volley of nature chat exists everywhere 
and yet nowhere. The ways to the vale are 
sometimes opened to those who follow the 
‘wisdom of Gilean, 








the Gods of neutrality 
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Sirrion 

‘The god of flame and natural power, Sirtion is 
Ae guard ofthe neweral way and the bringer into 
eg tea Hi Some ee the 


lyseen as a quarreliome coup 
jeud picgresreipod ayes 


Reorx, the forge 

Reorx was the hand by which all of chaos 
was brought under the direction of the gods in 
this place and time. He commands creation 
and technology. 

Humans end to porta this god asa paunchy 
squite to KiriJolith, but dwarves and gnomes 


hold him as the highest uf the gods. Rear also 
forged dhe Greyswoue of Guigach and is chus the 
fader of goomes, dwarves, and kender. For 
fete background on this fod ce the sion 


"on the races of Krynn, 


Chislev 


Companion to Zivlyn, Chsly is oatue incar- 
oa She eve by ge number of snared 
‘wooden ceatures who ory out her wits. 

Both she and her companion are said to 
dwell in Zhan, the grandest of forests, It is 
said that worthy elves come here when they 
leave Krynn for the nexe world. 


Znityn 


i ‘said to. exist in all times and in all 
Jands and to postese all the wisdom ofall the 
planes of existence. He isthe advisor to Gilean, 
rel of knowledge. Zvilyn's companion is 
their relationship is seen as the ideal 
harmony and undetanding 


Shinare 


Shinate is the goddess of wealth, money, and 
industry. She is the favorite god of the dwarves 
(although she i male in thei rales) and is the 
pation god of merchants ane commerce. Her 
Companion i Srrion whose fondness for narure 
foften mins apainet Shinar's desire for progress. 





the Gods of evil 
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Luniarr 


Lanitari is the god of neutral magie. She is the 
sole daughter of Gilean, but her mother is not 
known. See the history of the Wizards of High 
Sorcery for more background on this goddess. 





the Gods of Evil 


‘Takhisis 


‘Takhisis, che Queen of Darkness, 
‘queen, She of Many Faces—in al lands 
Ihe bo pommel 
‘evil. Her name is dhe call of darkness, Takhisis 
Jed the shadows from Beyond and brought ther 
to aid in the creation ofthis cosmos. Het deeds 
hhave ever since been a constant struggle toast, 
her rule over all ereation. Ie, in het view, only 
fight and just cha cis be 0. 
ynnias is her consort and has been since 


before the beginning of all things known to 
Krynn. They have but one offpoe that 
being Nuitari, their dark son of black magic, 


‘There is a respectful peace between Takhisis 
and Sargoninas, yet they do not hesitate to use 
their power to better their relative positions. 

‘The Dark Queen instigated the AllSaints 
‘War before the heginning of Krynn and was 
rimatily responsible for the separation of the 
‘gods at that time. She saw the prized spirits of 
‘morcals chat fell to Krynn as her key to final 
triumph over all the other gods. Tb this end, 
Jras ahe moved throughout the centuries 10 
take contol of dhe world through the force of| 
he will and the power of her minions. 

All three of the Dragon Wars were insi- 
gated at her behese and for her betterment. 
This continued until Huma, using a power 
fally endowed + drove the Datk 
‘Queen from the face of Krynn and banished 


her to the Abyss. Dragons of all kinds were 
banished deep into the ground from whence 
they came and soon pasted into legend. 
‘ain wi acy opporani totes ab 
‘with new oppormunitis for her am 
tions. She had been brooding for neatly 2 mil- 
Jenmium over her plans of conquest and now 
they wete about co come to fruition. As the 
Kingptiest and his wation fell imo pride and. 
boasting, the way was open for het cunning 
3, The Cataclysm was the cesult. 
Ae Cap ced ga enn 


wwotld of Keyan, bur it did not desu the Tem- 
of tie Regret enya engi 
the semple was sent t9 the Abys and 


reise dire bythe Quen of Danes, 
pete he wt ok fe por 
through Huma’s banishment and 

her way into che world, That story poten! 


the Dragonlance Wars is wold in more detail in 
‘the historical sections of this text. 
“akhisiscan appear in any form she wishes 
and often takes on a disguise. She is most 
preci pede rome le 
dragon or as a beauriful temptress 
equally deadly in either form. 















SaRgonnas 


Liule is known of the consort to the Queen 
‘of Darkness. He is the god of vengeance and 
Speer re po at 





Morgion 


Morgion isthe god of disease, decay, and 
the lone wattior, he does not 
act with the other gods nor does he often dis- 
‘cuss plans with chem. Instead he broods in his 
the Abyse se pmbery tho oe oy ¢ 
thoughts secret from 
all save his minions. Worthipers of Morgion 
“meet in secret and dark places to do their 
deeds. Uheitpriestrafs are secret aeaiind 
a8 outside of their orders know their works 
ly. 





‘ThE Gods Of evil 














avoid her rage, but as often as not they man- 
age to dis her in some way. Many have 
been the tales of chose seamen who have 
somchow misakenly offended Zeboim and 
‘were brought to their tragic ends by het. 





Chemosh 


‘As the Lord of the Undead, Chemosh was 
aalled here to serve after being east oue from 
the Beyond by the High God. Takhisis saw his 
usefulness in her scheme and rescued him 
from the Void of Chaos, 

‘Chemosh isthe lord of false redemption: he 
offers immortality ar the price of exaltation. 
‘Those who follow his ways hope to live forever 
‘hut will do so in bodies that are eternally or- 
rupted. Neatly all of the evil undead have at 
fone time of another made a pact with Che- 
‘mash or one of his servants, 

‘Worshipers of Chenoshy generally weat 
hice skull masks and black robes, 





hiddukel 


Hiddukel is a deal maker who trades in 

souls, Ie is said that he isthe only being who 
can barer with the Queen of Darkness and 
come out shead. He controls all ilegotten 
‘wealth in the world, which he uses to comypt 
‘greedy men. He isthe patron of evil business. 
men, 
Hidde is seen as grossly fat with cold eyes 
and a oily smile. He isalso something of a mis- 
chief maker as his role in the making of the 
Greystone éo well shows (ste page 49). 













Nurtari 


‘Twin brother to Zeboim and son of ‘Takhisis 
‘and Sargonnas, Nuitat let the anks of evil to 
join with the other ewo gods of magic. Nuiarh 
is the god of Black or Evil Magic 





The Neathens 


‘Cletcs who comme from worlds far removed 
from the DRAGONLANCE® saga world are 
‘heathens, They immediately lose all of their 
spel-casting abilities until they find a god of 
‘Karyn co wosship. (The gods of Krynn are the 
‘only ones who have powers in this world.) 








the Races of kRynn 
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All of the creatures on che face of Krynn 
sprang from one of five sources; dragons, 
ogres, animals, humans, or elves. Dragons 
were bom front the world itself and are part 
and spirit widh it, while the eemaining four 
races were brought in as spirits from the 
realms of the gods. 

inally Krynn had but a few distinct 
types of creatures (though there was gteac vari 
ty within these brond classes), Ie was only 
after @ period of time (and some rather 
extraordinary assistance) that the current 
dlversity of creatures was achieved 
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age of twilight 


‘The opts, the most beautiful of races, fos 
tected four subclasses of ereatures: true ogeee, 
goblins (smaller ercatures) giants (larger crea 
tures) and minotaurs (exploration- and 





conguescoriented). An time free-willed ogres 
calling themselves the Irda broke away ftom 
‘ogre-kind and the world in general, This 
sparked the Ogre Wars during the Age of 
Dreams; during these wars the Ida were lost 
to the knowledge of men 

“The elves then awoke in the world, Elven 
tradition holds that the elves were the first 
beings to awaken in the world, This somewhat 
narrow view was generally accepeed ws the 
‘elves were the only chroniclers of the Age of 
‘Dreams and ic was theit version of history that 
‘was handed down fron that time, In teuth, 
the ogres were the fist 19 awaken, The fact 
that the ogres andl elves awoke in areas quite 
far apast od that ic was many year before the 
two gioups ran into cach other hes added fuel 
to the historical debace, 

‘The elves of those dayo were highly individ- 
ualistic and most peaceful, Though not erly 
inmmoreal as were the ogtes, they were quite 
long lived. Spread over great area and with 
‘our any centralized authority, however, the 
elves had no true civilization until rhe time of 
Silvanos. 

The animals awoke next. They wete of 
many types and vast qumbets. Thoroughly 
rneuceal, they represent the balance of all na- 
ture 

Last of all eare man. Quevalin Soch vai 
that man "fell with blind Vision to cause ced 
dusk and dawn.” His free will brought choice 
to the world and set all hituty in motion, te 
was during this tine that, as legend has it, the 
gnomes were cicated ts told in the Tale of che 
Greystone of Gargath. 

‘When Reorx created the world, he needed 
the assistance of men to help him with the 
‘work, To this end, one-eighth of all men and 
theit families followed Reorx across the sea in 
hopes of learning his crf, 

For many yeats, men worked happily under 
the guidance of Reors, Inevitably (humans 
being human), the men became proud of 
their skill and used chem for their wn ends 

Reorx wat angered. In his wrath, he remade 
these men into a new race. AS they had 
become tinkerers, so they would remain forall 
time. He took ftom them the crafts he had 
taught, leaving only theit burning desire to 
tinker and build, invent and construes, He 
made them into small people—they beearne 
the gnomes. 

‘Apart from the spirit the gous brought to 
the world, the draguny sprang fiom Keynn 
itself. Their muuutes teflected a tefinement of 
the good aud he evil hac made up the world 
The metallic dragons followed the path of 
youd, while the chromatic dragons trod the 
couse of evil 
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1 was also during this time thar the single 
greatest event in the history uf Kiyan, took 
place. While the tale is mst fanciful, ic is a 
fact chat some fabulous event took place at 
about this time that brought about tsemen- 
dous diversity in the creatures of Kryan, 

"The legends of that time arc cleat. Hiddu 
kel saw the cteation of the gaomes and 
smiled, Reorx had worked long and haed to 
forge order out of chaos. Yer now, Reone saw 
that the balance of neutrality was not main. 
tained, Hiddukel knew that Chisley also felt 
this swing in the balance, Herein was the 
foundation for mischief, 

Hiiddukel went to Chislev. With cunning 
swords, he convinced Chislev thar the forces of 
vil were losing ground, Their anly hope, he 
said, was for neutrality ro take uleimate con- 
tol, Chisley agreed and, at Hiddukel’s ins 
tence, asked Reore to forge the Greystone, 

“The Greystone was a marvelous unifies, A 
large clear grey stone of many facets, it was 
designed t0 hold and radiate the essence of 
Lunitati, the red moon of neucral magic. Hid- 
‘dukel convinced Chislev chat chis stone would 
anchor neuttality wo the world of Kryon and 
solidify the neutral position on the planet. 
Chisev coovinced Reon of the same thing 
unul thus the stone was eteated. Tt was places 
in Lunitasi and magic swelled within it. 

Reorx, alchough still angered at the 
‘gnomes, had never forsaken them, He loved 
them and now could see how they might yet 
yerve hit, He appeared to cheit priest and 
presented a plan for a Great Invention he, 
wished the gnomes to construct. It would be 
powered by a magical stone that Reorx would 
pprovide. The gaomes, a8 was their wont, bull 
the machine 30 times the requited size and 
‘with mechanisms that never served any pure 
pose. ‘Their general consensus was that ic 
would work once the stone was in place, 

Reorx now finalized his plan, Among his 
servants he found a lowly gnome who truly 
‘worshiped his arts, In x vision, the liele 
‘enorme saw the Greystone and wanted it mote 
than anything, He approached the problem of 
setting it like a good gnome...he invented 
someting. 

His invention was truly worthy of the 
sgnomes—a mechanical ladder that lifted itself 
jinto the sky. The strange device had pulleys 
and counterweights and wheels and cogs. It 
made a terzfic racket when it worked, Reore 
smiled upon that gnome and gave him a secret, 
device, The goome's ladder worked. One 
could set ie upright on the ground, winch np 
the top section and then climb up to the top. 
From thete, the bottom part could be 
‘winched up off the ground so that the ladder 
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hhung steadily in mid-air, Then the operator 
‘would climb up the new section and repeat 
the process. Slowly, the ladder pulled itself up 
into the sky, and eventualy reached the sed 
moon 

‘With a magical net given to him by Reore, 
the little gnome caprured the Greystone, He 
lowered the ladder back to the ground and 
went to place the Greystone into the Great 
Invention, But the moment he opened the 
fet, the stone leaped into the air and floated 
quickly off vo the wes. All che gnomes rushed 
1o pack up their belongings and follow ic, 
‘They followed it o the westein shores of theie 
land and quickly built ships. The Greystone 
floated westward across the waters with he 
gnomes in pursuit until the gem finally 
Feached che ore of Ansan, 

Reorx was deeply disturbed, for the gem 
created mogical havoc wherever it passed, 
Beasts and plants were reshaped in magical 
‘ways, New faces of animals sprang up over 
night and spell castings went wild, Lnstead of 
anchoring neutrality the gem only made the 
pendulum of good and evil swing mote rap- 
idly than ever before. He then understood 
how he had been tricked by Hiddukel and 
Chislev. 

‘At that time, there was a great ruler among 
men named Gargath, He was a, barbarian 
prince who well loved the gods of neutrality 
and served their purposes, 

One spiny day, Gargath was in prayerful 
communion with Zivilyn, When he looked 
up, he saw a grey gemstone floating above dhe 
altar, It pulsed wich a stecly goey light 
Gargath took this as a gife of the gods and 
placed it high in a tower, Hore, by various 
traps and magic, he secured the stone s0 that 
all could ee it light and yet none could take 

‘The grey light shone as 2 beacon for ewo 
atmies of gnomes who had been pursuing che 
Greystone for many yeats. One army was 
filed with desire forthe wealth the gem tepre- 
sented. The other army was made up of those 
‘most curious about the gem and its workings 
‘The two joined forces to recover the gem and 
toceeded to match on the caste. 

‘The gnomes first demanded the stone. 
Gangath refused 10 give it up. They threat- 
‘ened war. He welcomed the fight as the 
gnomes were ouuiuinbered, These was only 
fone thing left to do: they invented sum 
thing, 

‘Two weeks later, a giant siege engine came 
chundering towatd the gates of the foreress, It 
broke down just shor of its goal. The gnomes 
retreated with heavy losses. 

‘Three weeks after that display of gnomish 














technology, & humongous siege engine 
approached, sounding like a hundsed ghosts 
‘wailing. This one rammed the fist sicge 
‘engine and caught fire. Ie burned to the 
ground and the gaomes fetreated with heavy 
losses, 

Neauly a month and a half later, a cowering 
colossus of a siege engine toated toward 
Gargath's battlements, Chagging through the 
ashes of the first wo siege engines, the drive 
‘mechanism broke. The siege engine fell for. 
‘ward and shattered the outer wall of the cas. 
Ue, Although this wasn't exactly what the 
‘gnomes had planned. the result was good 
‘enough. The gnomes charged in through the 





broken wall. 

‘As the gnomes rushed into che courtyaid, 
both sides were amazed to sce the grey light 
from the cower suddenly fill the arca 
unbearable light. When men could sce ag 
the two factions of gnomes were sudder 
fighting each other. One side was filled wit 
tus for the gem and the other side was filled 
with curiosity. 

‘The power of the gem had changed the 
gnomes, Those who lusted after wealth 
hecame dwarves. Those who were curious 
became the first kencler. ‘True gnomes yet 
remained in the far-off islands, bur dwarves 
and kender quickly spread throughout the 
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continent of Ansalon. 

Of the Greystone of Gargath, none knew 
where it had gone. That some goomes fol- 
lowed it to the western shores of Ansalon is 
known, since to this day a great colony of 
them still survives on Sancrist, The rest of the 
gnomes, they say, followed the stone in ships 
to the west, The gnomes believe co this day 
that che stone will return some day with their 
kin still in pursuit. (This event is noc plewure 
ably anticipated by any in Krynn,) 

‘Thus were the races changed during the 
‘Age of ‘Twilight, They have changed litele 
since thar time, 





Kender 
Appearance 


Kender are small enough to resemble 
human children, though they are nore havi 
ly muscled, Males are eypicaly 3°7" tall and 
weigh 73 ibs; females atc slightly smaller. 
‘Adult kender ate rately more than four fect 
tall and seldom weigh mote chan 100 Ibs. 

‘Kenides typically have sandy blond, light or 
dutk browa, copper-ted or even red-orange 
hair colors. Hais styles are usually long, with 
many varieties of braids and ponytails being 
popular, Often bits of colorful material such 
as bird feathers, ribbons, ot flowers are care- 
fully woven inco their hair as well, Kendes ate 
fairskinned but tan quickly, becoming ut. 
brown by mideummet. Theit eyes are vatious- 
Iypale blue, sea green, olive, light brown, and, 
hazel 

Kender are distinctive for theit pointed ears 
thac give them a f 
brighteyes, and theit facial expressions are 
‘quite intense, No one seems to look as happy 
aa joyful Render or as miserable as ctying 
fone. Angry kender using taunts and insults 
can be shockingly vulgar, and can look quite 
devilish for a few moments. This intensity of 
‘emotion can be infectious, 

Kender have been called swizened because 
of dhe fine network of lines that appeats on 
their faces about age 40, These minuce wrin- 








ides give the kender a curious appearance 
‘when seen close up, though such lines are con 
sidered artraccive by kender of all cans. 

Kender have a wide voeal ange, ftom deep 
and husky to high-pitched and squeaky, Olde 
ender rend w hve deeper voices, but they 
scl maintain wide pitch ranges and can often 
ppetform tematkable sound imirations. When 
cacited, kender tend to speak very quickly and 
Tamble at the same time, making it bard to 
follow what they're trying to say, 


history 


Kender spread throughout Ansalon during 
the Age of Dreams, though ltd is said of 
them in official histories, Te earliest known 
Keender hero was Bali, a close friend of the 
clven lord Silvanos. Balif established the king- 
‘dom of kender that came ro be called Balifor. 
(Balif died in the year 250 dung the Age of 
Dreams). 

‘A second kender kingdom war established 
in aorthwesteen Ansalon in the year 400 of the 
‘Age of Dreams. Known at Hilo (because of 
the towering mountains and low plains), this 
second kingdom was brought into the empire 
‘of Ergoth in the yeat 800. Following the Rose 
Rebellion of Vinas Solamnnns (also known. 28, 
the War of le Teas, see Knights of Solamaia), 
Hilo again gained its independence and has 
Aeept it to this date. 

‘Tragically, Balifor was destroyed dui the 
Cataclysm, The few kender survivors wander: 
ced north and eventually established a city at 
Kendermore, renaming the area around it 
Goodlund, Keudermore is only a shore dis 
tance fivin the remains of an old human city- 
state called The Ruins by the kender who 
explore i in dtoves. Ie is aid chat finding atti- 
facts in The Ruins is easy, but leaving with 
thom is practically impossible because of the 
local kender. 

‘Many of the kender in Goodlund never 
returned to civilization, however, and 
remained in a state of semicbarbatism for cen 
tuties. One of these tcibal kendet, an uausu- 
ally powerful and charismatic leader named 
Kronin, organized all the local kender to com- 
‘bat the draconians and Dragonarmies sweep- 
ing the atea. Kronin is unusually antagonistic 
for a kender 








Philosophies 


Four things make @ kender’s personality 
drastically different from that of a typical 
hhumon. Kender are utterly fearless, insatihly 
curious, unstoppably mobile and indepen- 
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dent, aad will pick up anything that i not 
nailed down (though kender with claw ham 
in wl gt those things a wl), 

“The fearless tha all kender possess gives 
them a atrong sense of confidence, They are 
guite carefree or matter-of-fact about a situa- 
tion, even if things look hopeless and gt 
(No sense in running away now, There's 300) 
goblins surrounding us!"), Kender react 
ffectively to dangerous situations, fighting 
hhacd and fearlessly: They sometimes come up 
with some bizarre tactics that may carry the 
day in battle. But even kender donc lev their 
fearlessness get in the way of self 
preservation—most of the time. 

Kender appreciate ie uced for caution, 
but their unconollable cutioscy gets them 
{nto crouble on adventuces. They forever have 
10 check out unexplored places and peek into 
ddaik corneis, They have no desi to be the 
second of thitd person to enter the Caverns of 
Unspeakable Doom; they want to be fir 
Pointing ou that no one ever recutns from the 
Caverns of Unepeakable Doom has no effect. 
In fact, describing what makes the caverns $0 
‘unspenkable might even excite the kenderfur- 
ther and make him ot het determined to go to 
the caverns at once. ("Aa evil archrmage and 
fan acmy of ogtes? Wow! Let's go see 'em!”) 
Some kender might allow thetr cutisity 10 
fvercome their common sense when facing 
‘unvstial opponents, such as dragons, though 
they eventually learn to tun when runnin is 
best 

‘Akender’s fellow adventurers often have to 
1 things have big, nasty 
Hing these things is often in 
the kerider’s best interests, regardless of what 
the kendet's opinions arc in the matter 
‘Whenever a kender displays an inordinately 
sensible attitude about danger, ici probably 
because the kender realizes that continued 
curiosity will rain any further chances of doing 
‘exciting things ever again. 

‘Kender are intensely curious about every- 
thing unusual. Magic awes and fascinates 
them, as do large, unusual. or dramatic crea- 
‘ures like chimeras, centaur, unicorns and. of 
course, dragons, Kencler are drawn to beat 
ful things, bur things thar orhers find disgust- 
ing are often seen by kendet as intriguing or 
‘humorous in some way (even gully dwarves). 

‘Though strong-willed, kender are no. 
prone to consider all the possible results of 
their behavior. A kender may quickly and 
impulsively paimt himself into a commer, then 
‘wait for someone ehe to come along and get 
him oue of thie jam. Sometimes this means 
thu the kender’s fellow adventurers ae paint 
ced into the same corner ("I guess I shouldn't 
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have opened that locked door with the wasn 
ing signs on it, huh?”). Experienced adven- 
tutets quickly come to dread that most awful 
of Kendet eyings: "Oopet™ 

Another important point is that kender 
nneed action—and they need it now! They 
thrive on excitement and yearn for new adven: 
tutes, “V'm just along for the fun’ is a com 
mon saying among wandering kendes. It has 
been suggested that the worst torure that 
could be inflicted on a kender wauld be to 
lock him up and give him nothing new to do 
‘or look at. (Conversely, it has heen said that 
the worst torture one can visit an any nonken- 
der would be to lock hinm up ina bare cell with 
-abored keudes.) Some kender believe that evil 
cecatutes ute condemned co an afterlife where 
they will be ctcrtally bored. 

‘Most kender are encountered during wan- 
dleslust, a particular phase in « kender’s life 
thac occurs for most kender during their ealy 
203, Apparently the kender’s nacueal cutivsity 
and desire for action suddenly go into over. 
drive a¢ this time, and kender are driven to 
wander the land as faras they can go. Wander- 
ast may last for many yeats, and some kender 
hhave a habie of making maps of theie travels 
during this time, Sadly, most kender ate poor 
‘map makers, lcking the patience and skills co 
chart their travels accurately. Kendet may col 
lect other maps during this time to satisfy 
theit cusiosity abour other places. this wan- 
erlust is responsible for spreading kender 
‘comumunities across the continent of Ansston 

Risky deeds draw kender like gold. draws 
deagons, but risk must be combined with 
action o¢ else they lose interest, Gambling 
with cards won't hold a kender's acention for 
Jong, but secing if one wan outrun 2 mad 
owlbear i another thing. Dravety i easily com 
fused with recklessness where kendet ute eons 
cemed. 

Kender are natural exttoverts and enjoy 
‘making new friends and seeing new placcs 
Most ender ate very personable and 
friendly —too friendly for some people, who 
Aislke their nosines, chei extreme talkative 
ness (which grows worse when they get 
excited), and their habit of pocketing every 
thing that interests therm 

Kender also resent being given orders; they 
‘want to do what they want to do when they 
want to do it. Telling them to do otherwise is 
‘worse chan useless, a5 they will complain loud. 
ly and distespectfully, taunting if they're mad 
enough. The best way to handle kender, say 
old adventureis, iy not to give them orders, 
but to get them to volunteer 

Kender atc sensitive and can be easly hure 
by indifference ot intentional cutting remarks 











(criggeting their taunting talents almost 
innmediately), 

Kender reusure their friends: if a kender’s 
friends ate injured or slain, the kender may 
become very depressed and upset, Death only 
scems to affect a keuder when ic comes ro one 
that the kender knows and loves, ot when icis 
meted out by disaster or warfaze to innovent 
beings (including any kender), ka such cases, 
the distress thee the usually ehecoful kendet 
feel isterible to behold, A story is told of a 
‘human tanger during in the Age of Drcams 
who wounded a deer thae was the pet ofa ken= 
der community, The sight of the entre village 
of small kender erying theit heart out wa 50 
upsetting to the ranger that he quested until 
he fond a druid who could heal the animal, 
then retited and took up fishing, 

Kender are masters of qaunting, sarcasm, 
and outright madeness when they are tiled, 
‘Thelt intense curiosity gives them shocking 
insights into the charactersand nanutes of ath- 
‘er people, though such an awateness is geners 
ally shallow. Ie is acute enough, however, fora 
ender w fore an idea of another perso 
charactct flaws, giving the kender the ability 
to create the most stinging insults chat can be 
imagined, Full-scale cious have been started by 
invited kendes who opened up ow someone 
with their verbal guns 

‘Taunting is one of the few defenses that 
ender have, Being smaller than most other 
beings, kender resent anyone who takes 
advantage of them. A kendet could not image 
ine taunting a fellow kender; aftr all, they're 
in this together. Taunting is expecially effec- 
tive ifn kender has others wo buck him up ot 
some trap thar a maddened ateacker can be 
luted into with little cost to the Kender 
‘Though not very effective against the largest 
creatures (who will not have thei combat 
effectiveness reduced greatly), taunting can 
still yive a hard-pressed kender an edge in a 
fight. It iy best used against those who ate 
cither attaching o1 ure about co attack; thete's 
no sense in angering « potemial fiiend, 














Theft vs. handling 


The kender concept of personal property 
fand theft deserves special attention. Because 
many kendet develop thieving talents, most 
peuple assume they are merely innocent. 
looking but sneaky butglas. This is just noe 
so. The intense curiosity that kender feel feeds 
their dest w know how locks can be opened, 
how to approach peuple unscen and listen ia 
‘on their conversations, aid how co reach into 
pockets ot pouches to find ineresting things 
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to look at. Thieving comes naturally co 
them—so naturally that they do noe see it a8 
thieving. 

Kender do not steal tor the sake of profit. 
First of all, they have litle concepe of value 
Faced with a choice between a 2,000 steel 
piece diamond and 2 huge. glittering chunk 
‘of purple glass, 90 kender out of 100 will take 
the glass. (The rest will ake both but will get 
rid of the diamond fis.) They pick things up 
‘out of curiosity and wander off with them, 
Sometiaies the owner of an item leaves before 
the kender can give the item back, of else the 
ender bevomes euchanted with the item and 
forgets to recusn it. While adventuring, akens 
dee regards anything found in an enemy 
stronghold as far game for picking up, as such 
jem are marvelous curios and mighs prove 
‘useful later on, 

Even if caught red-handed while taking an 
‘nem, the range of excuses akender wll offecs 
amazing: 

“Guess | found it romewhe 
forgot that I had i." 
“You walked off before I could. give it 
back” 

“'L was afraid someone else would take ic!” 

“You must have dropped it.” 

‘You put it down and 1 didn’t think you 
wanted it anymore’ 

“"Maybe it fell into my pocket." 

Allofthese lines are delivered with an inno- 
«cent sincerity that is all the more maddening 
because hie keuder really is sincetel A kendet 
‘might not necessarily remember where he 
found something, even if he picked ic up half 
‘minute before, and such responses ate often 
delivered a8 part of a subconscious defense 
mechanism. Intense curiosity is a trait 

igiained in theit souls and minds fron theit 
racial cteation by the Greystone of Gargath, 
They cannot be other than whac they ate— 
‘natal thieves, 

(Gin the other hand) ender, like everyone 
else, do not like the idea of someone deliber 
ately taking an item from someone elee with 
cout the latter's permission, ‘lobe called a thief 
is still considered 2 hase insult, This asertion 
sounds remarkable in view of the fact that 
kkender constantly borrow things from each 
couker wud from visitors (without asking) in 
their communities. Kender don't regard their 
idea of bouowing asstealing, however. If they 
faced something, they'll ake it, If they sce 
something inceresting, they'll pick it up and 
pocket it. A popular proverb defines x kender 
hisitloom as anything that renin for more 
than thtee weeks inside a kender’s home. 











Society 


‘The basic unit of kender society is the 
immediate family (patents and childien). 
Because kender wander so much, extended 
families do not truly exist. A detailed discus- 

‘of kender politics, government, and so 
22,8 impute i he aor wae er 
available, 

Suffice it to say that kender have the most 
hhoeibly democratic sytem ever found on the 
face of Keynn-—everyone is preity much 
allowed to do as they please. Kender do not 
See any great need co impress theit views on 
anyone else and are genuinely interested in 
the perspectives of others. Thus thete seems to 
be little need for law or government. 

Kender are narurally helpful and decent 
and thus have no need for a powerful central 
government. Interestingly, when an emer- 
Rency does occur that requires the kendet to 
ooperate, they do $0 naturally; with titde 
pteparation they can become a formidable 
unified group. 

‘This [snot to say thatthe idea of gover 
ment has nor impressed the kender. Having 
seen the importance of civilization vo all other 
socieies in Kryim, kender have done theie 
best to keep up, They have tried every con 
ceivable ype of government (and several types 
nievet imagined by nonkendes) and are more 
than happy to give a new type of government 
a chance, They will also follow any leader for 
as long as it seems Tike Fan... usually a¢ least 
five minutes. 

Kender society can algo be hard (0 take. 
Nonkender visitors rarely stay longer than a 

in any major kender town, unless they 
have a gteat sense of humor. It is not uncom- 
rion tobe relieved of one’s possessions at eve- 
ty cura (occasionally by the constables 
themselves). Visitors ate pelted by a constant 
barrage of questions and told a million lies 
and tall tales without rest or lerup, Couple 
this with the constant flux of kender govern 
‘ment (the rules change from 
‘moment on a whim) and most civilized men 
quickly flee in terror, 

‘There hay ficyer been a standing kender 

my; those few invaders who have taken ken- 
der territory have never found the heart to stay 
very long. Indeed, most kendet communities 
find an occupation by invading forces to be a 
tucmendous boost to their local economy since 
invaders always bring such interesting things 
for the kender to handle, 
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Tinker Gnomes 


Appearance 


Gnomes average three feet in height and 
weigh about 45-50 ths, Females are a large a8 
males. All gnomes have rich brown skin, 
citherstaight or carly white hait,china-blue 
or violet eyes. and surprisingly even. cavity- 
free teeth, Males have soft, cutly white beards 
and mustaches; females ae beardless, Both 
senes develop facial wrinkles alter age 30, 
Gnomes are very short and stocky, though 
theit movements are quick and theirhands are 
det and sure, They have rounded ens and 

6 NOH, 

nomes sound much like humans in vocal 
range and pitch, except for having a more 
‘nasal voice, They speak very intensely and rap~ 
idly, running theit words together in unend- 
ing’ sentences, Gnome: ate capable of 
speaking and listening carefully at the same 
time. When two gnomes meet, each babbles 
‘away at the other until they've both finished 
their say, often answering questions later in 
their dialogue as part ofthe same continuous 
sentence. Gnomes have learned to speak stow 
ly and distinctly when around other races. If 
frightened, startled, or depressed, gnome 
may speak in much shorter sentences than is 
usual, 

Guioines involved in major industrial opera~ 
tions may develop industrial diseases from 
Smog and oxhet working baru, Mil rap 
ratory and eye infections a fairly common, 
bucelear up quickly once the afflicted geome 
is put in fresh air for a few days, Indusetial 
accidents, noise and visual pollution, and oth 
er problems can temporarily ot permanently 
dicable a gnome, sometimes leading to extly 
retirement from active pursuits, 




















history 


Gomish history is the most deailed of any 
of the races of Krynn—ic sso the must inex- 
plicable and boring stuff you could ever be 
foreed to read. Bvery gnome, no matter how 
lowly his station, keeps a detailed diary of his 
‘work and inventions, These diaties form the 
official history of the gomish race. Thus the 
historian must wade through tremendous 
amounts of tedious notes just to find a tefer- 
ence 1 significant event in gnomish history. 
Even the most intrepid of scholaes balks ar the 
‘monumental cask 

‘Nevertheless, there ate enough references 
to the Greystone of Gargath o establish it as a 
‘major event in gnomish history and the major 
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‘motivation for their coming to Ansalon from 
actoss the sea, The history of the gnomes 
before they lived in Ansalon is ueavailable 
since the older diaries are much more derailed 
‘nd filled with minueae than those of present. 
day goomes. The ancient history of the 
{gnomes no conbr exists somewhere in the vase 
storage system of the gnomish libraries, but i 
thas been impossible to ferret our, This task is 
also complicated by the fact that an early 
gnomish inventor tied co build a cam and 
stale duce storage facility (primixive com- 
pputci) whieh bumed to the ground and took 
‘many ancicat works Wi 

‘What livcle has been pieced wogether givesa 
dim picture of the history of gnomes sane the 
Greystone, On Sancrist Isle, many of the 
{gnomes who pursued the Greystone gave up 
the cae, They sted down ashe han ei 
another dangerous ocean voyage, The rest 
the goomes buileshpa tad saled out of ight, 
‘with the best wishes of ther fellows. Bventu. 
ally, many gnomes who had scattered scrote 
Ansalon during the chase migeated west (0 
Sanctst; only a fewr gnomes now remain on 
the main continene 

‘Thtonghout their history, gnomes have 

ed on developing scientific and 
ical devices, a vocation hampered by 
the predominantly magical essence of this 
world, They have working steam engines and 
steam-powered ships. clockwork mechanisms 
to keep cime, ore-efining plants that make 
high-grade stel, and such mundane devices 
assetews, pulleys, drive shafts, roothed gears, 
coiled springs, music boxes, and nieehanical 
toys, 

‘Two notable events occurred following the 
escape of the Greystone, The first was the 
aival of the Knights of Solamnia on San 
‘The firse Knight-gnome contact was rathi 
wapenant. Almas pious of cud, 
the gnomes were alarmed to see ships arriving 
upon thei shores, bearing horde of ell, war 
like humans, Determined to keep theic 
mountain paradise secret from the humans, 
the goomes lurched into action, ‘Their firs 
thoughr was to hide within their mouncain 
caverns bur then, being gnomes, they had a 
better idea 

‘After several months of unending toil by 
their greatest mechanical geniuses. the 
‘gnomes wete prepared, They were going to 
‘make thei mountain disappear. The engi- 
facets set off the device with greac pride and 
much fanfare. 

This day sweat down in de satay of Sane 
«tise (even when almost everything else was 
Jost dusing the Cataclysm) as the Day of Rot- 
ten Eggs. The island was coveted in a dense 
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cloud of thick yellow smoke, redolent of eggs 
that had been sitting in the sun for a week 

‘Within hours everyone in the human colo- 
ny was deathly sick ftom the smell. Packing up 
blankets and clothes, they headed for the 
beaches, Gratefully breathing the fresh salt 
breezes, they wondered if they would ever be 
able to return to their homes. While waiting 
anviously for the vile yellow cloud to dissi- 
pate, the colonists were considerably startled 
tosee an army of short, brown creatures stag- 
ger out of the smoke and fall almost lifeless at 
the humans’ feet. 

‘The kindly peuple of Solannia immedi- 
ately went tothe aid ofthe poor gnomes. Thus, 
did the «wo races of Sancrist meet, 

‘As a result of this experiment, the gnomes 
pow pot formul for « polon gt that 
incapacitates its victims, Mote importantly, 
the gnomes have allied themselves wi 
Solamaia’s government and ate now impor- 
tant trading partnets of this kingdom. The 
Knights, ever suspicious of magical forces, are 
relieved to be dealing with 4 face that cart 
the banner of technology; Solamnia has prof- 
ited greatly from this contact 

‘The second major post-Greystone event was 
the Cataclysm. This world-tending catastto- 
phe produced tremendous upheavals. that 
enlarged the size of Sanctis’s mountainous 
northern half, where the gnomes lived. A 
‘umber of gnomes were killed by landslides, 
and cunnel collapses, but overall, the seismic 
tivity was welcome. Widh vastly increased 
ving space, the gnomes were little inclined to 
travel elsewhere. Many small groups of 
sanomes now make theit homes in the north- 

‘mountains, spending their days 
mining and gem-hunting. 

















Social Practices 


Every gnome has three different ames. 
One is the gome's true name, which is actu 
ally an exceusive hiswry of the gnome’s entire 
fanily ec, extending back to the racc’s erea- 
dion by Reotx. This history is compacted into a 
single, enormous word that can casily fill a 
large book, In fact, the complete names of 
‘very gnome born on Sancris are kept by the 
Genealogy Guild in the main library at Mount 
Nevermind. Interestingly, this record forms 
the only continuous history of the world since 
the Age of Dreams, though i says litle abou 
aay race other than the gnomes. 

‘Though each gnome can easily eemember 
his complete name, or at least the first few 
thousand letters of it, gnomes have developed 
a shortened name for use when among 





gnomes, This name takes metely half 4 min- 
[Ute to recice and is simply a listing of the high- 
lights of the gaome's ancestry. Humans and 
‘other races who deal with goomes have devel- 
‘oped even shorter names for them, These con- 
sist ofthe first one or two syllables of gnomish 
‘names. Gnomes find these abbreviated names 
10 be very undignified, bur chey have earned, 
to live with them. 


Society 


“The largest seelement of goomes exists in 
the immense qunnel complexes beneath 
Mount Nevermind, an extinct volcano (and 
tallest mouneain) on Sancrist Isle. A recent 
‘census of the community indicates chat 
49,000 gnomes live there. give o take the few 
hundred who ate coming ot going at any one 
time. The Mount Nevenmind community is 
thousands of years vkd aud is che mosc highly 
developed of all gnome cities on Krynn, 

‘The city of Mount Nevermind is built into 
the rock surrounding the central shaft of the 
volcano. The voleano's caldera holds a small 
central lake that freezes over in the winter. 
Gnome engincers long ago excavated the ash 
and tock from the yolcano’s throat and 
smoothed out the floor of the ctater for rough- 
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ly 400 yards. ‘This smooth area came to be 
called the Inner Hall. A horizontal shaft (the 
(Outer Hall) rans from the Inner Hall through, 
the mountain to the ourside world. 

‘The central shaft is over 1,050 yards high 
and 800 yards acru at its wop. llumioation 
from thousands of lanterns, fires, candles, 
‘missors, and old glass globes wich concinual 
lighe spells brightens the Inner Hall, 

Mount Nevermind is a scene of frantic, 
‘nonstop activity and noise, Everywhere onc 
looks are gnomes hurrying from place to 
place, thes blowing, gat suring, eam 

lasting, horas sounding, lights flashing, 
mechanical carts rolling, etc. The gnomes 
have developed catapults (gnomeflingers) for 
fapid eansportation from the Inner Hall to 
the various levels of the city (39 level in all) 
Hundreds of staircases, ramps, pulley cleva- 
rors, ladders, and the lke also coss from level 
to level. Steam-powered carts mounted on 
nails encitele the city on many levels, provid- 
ing fast (but rather undependable) travel 
around a single level. In un emergency, 
gnomes can move dhrough whe huxe ventilae 
tion shafes cut intu Une mountain, chough the 
sicuedtiven fans would make the going diffi 
cult, 

Bencath the main city is an enormous net- 
wotk of tunnels and mines that spreads out in 
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all ditections, Called the Undercity, this tun- 
fel system is as ancient asthe city aboye and 
far mote dangerous. Monster lairs and 
uniendly uctneian es 
‘encountered, ‘goomish technology 

‘managed to isolate most of these hazards. Sev- 
‘eral engineering committees are investigating 
‘ways (0 hamess geothermal energy from deep 
in the earth, These committees have set up 
‘esearch stations here and therein the Under- 
city. A oumber of eannels ako serve as dump 
ing sites for hazardous wastes; unpleasant 
things may he encountered there as wel. 

Each level of the city and Undercity is well 
separated from all others by a thick expanse of 
tock, The cunneling is superbly engineered 
and reinforced, a5 insurance against carth- 
quakes and other disturbances. Some areas of 
the city are buile with shock-absorbing ceilings 
reinforced by enoimous steel springs. Steel 
rods are often drilled through the rock co lend 
additional reinforcement. The possibility of a 
Second Cataclysm has not been ignored by the 
sgnomish engineers. 

‘The elopes of Mount Nevermind have been 
‘extensively cetaced. The terraces ace carefully 
farmed and tended by the Agricultural Guild, 
‘which also maintains fungi-growth farms and 
hhevds of cavesdwelling goats and sheep in the 
Undercity. Additional food is provided by 
raising domestic animals in the surtounding 
conntryside and from game caught by the 
Hunters Guild. Research is being conducted 
jnto creating artifical food. but previous 
experiments in this area have always resulted 
in poisonous morsels. A committee is still 
looking into the matter. 

Mount Neverunind is governed by an elect 
ed Grand Couail of clan leadess and guild 
‘masters. These gnome leaders serve in their 
positions for life. Methods of election vary 
from guild to guild and ftom clan to clan; 
some use closed ballots, debates, seniority, 
and contest, while some postions are actually 
hereditary. 

Several hundred clans dwell within the 
mountain, Thete ate perhaps 50 major guilds 
and a host of minor ones. The government is 
40 heavily laden with bureaucracy that few 
major decisions are actually rendered in the 
Grand Council. Mast of the decisions are 
made by guilds and clans who go aff on their 
‘own tangents, regardless of the wishes of the 
test of the community. Everyone insises upon 
regulation and doing things by the book. buc 
this process isso tedious and time-consuming 
that even gnomes don't have the patience. 

Exch inajor guild is organized arand « pat~ 
deular area of interest, There is 2 Mathematics 
Guild, 2 Philosophers Guild, a Mechanical 











Engineering Guild, a Weapons Guild) an 
Education Guild, ctc. Coverage of the physi- 
baits foils (tho -Agdinlonatoana. 
ore fe 
Medical Guilds) have anything to do with the 
life sciences. Scientific guilds without imme: 
diate application, such 26 are ueu- 
ally small and lack a say in the affairs of the 
‘community. The Acquisitions, Military, and 
Foreign Kelavions guilds regularly uain and 
‘employ gnome thieves and asasins (and even 
gully dwarf assassins on occasion). Clerical 
gnomes (when some existed) belonged to the 
Priests Guild, which was the first and only 
to become completely extinct, Their 
ictions were lagely absorbed by the Medi- 
cal and Philosophers Guilds. 


Beyond the Mountain 


‘The largest, ‘community away from 
‘Mount Nevermind has only thousand inhab- 
‘tants. Most others average 200-400 citizens 
and are found in mouneainoas or gh, hilly 
regions. Bach of these small towns is orga- 
nized similarly to Mount Nevermind, but 
with fewer guilds and some of the guilds per- 
form mukiple functions (c.g. the Medical 
Guild might also cake care of agriculcural 
uceds). 

‘Sages are very common in any gnomish 


is sometimes (though rately) 
caren ‘generations, buc all of it is 
carefully labeled, archived, aod cared for by 


of a given subject. 

It is worth saying a few words about 
‘gnomes’ relations with other races. In areas 
‘where gnomes are known to exist, they are 
generally not well liked. Their technological 
‘bene makes chem very alien ro people accus- 
‘omed to magic, and their poor grasp of social 
relacions puts off most porental friends. Wat 
was matiowly averted in one aica after a gnoni- 
ish digging machine plowed through a sacred 
clven grove, and similar episodes have 
‘occurred across Ansalon at regular intervals. 
‘The humans on Sanctist have managed to 
adjust to the gnomes by avoiding contact with 
them whenever possible. 


mad Gnomes 


Ovenivnally uavelers come across ad 
‘gnomes. These creatutes look lke gnomes and 
have many of che same abilities as goomes, 
but they have no talent for technology. They 
are almost always from distant lands fat from 
“Ansalon. Gnomes do their best co help them 
(the Medical Guild has teated several of them 
sith ate of devi of varing effect) bx 
mostly i ie for naught, The few mad gaomes 
‘who have learned technological skills just nev- 
‘er do their work properly as far as the goomes 
ate concerned. (Iheit equipment usually 
‘works too well.) 
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the Elves of 
ansalon 


Of the races that first sprang into being 
from the forging of the univetse, the elves 
wwere the embodiment of good. 

‘All of elvish tradition holds that they were 
the fist ro be born into the world. When they 
first awakened during the Age of Dicans, 
they were scatrered across the land like the 
seas are spread ucioss the sky. The passage of 
the Greystone Fefc none on the face of Keyan, 
untouched, but ic seemed to effec the elves 
less than most. ‘The only known change 
‘auted by that wondrous magical passage was 
that of chose land elves who became Sea Elves, 











lacer called Dimeuesti and Dargonest, Both 
developed theit own cultures independent of 
the main elven histories. They lived in distant 
obscurity and peace, though trade was estab- 
Ted beewen eres of the land aod hove of 


some to evil and some to good. With the 
advent of the frst Dragon War in the Age of 
Dreams, conflict entered the world of Krynn, 

“The Ogre Wats were but a precussor to the 
great struggle ofthe first Dragon War. Among, 
the elves ofthat rime was one named Silvanos. 
He was & powerful warrior anda great traveler, 
He visited many ofthe elves in the deep woods 
throughout Ansalon. Thaveling with his com 
panion, a kender by the name of Bali, he who 
‘encountered great suffering and death duting 
the Dragon Wu When at last he could take it 
‘no more, Silvangs tavcled the lands again, 
bbuc wow with a purpose. He rallied the cves of 
the woods and conviaced them 0 abandon 
thei elated vig. His rion of unin 
clyen nation fired che minds of elves across all 
of Ansalon and brought them under his ban- 

‘Thus Silvanor gave direction and a united 
froat 0 the previously ‘elves. He 
foxged a aation whose ideals and order lasted 
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for mote than ewo millennia and are sill hon: 
ored today in the coures ofthe Silvanesti elves. 

During the first Dragon War, Silvanos 
‘alled the Sinthal-Blish (Council of the High 
nes) on. hill named Sol-Fallen. There many 
hhouseholds and clans swore thet allegiance (0 
Silvanos and the fledgling nation of Silvanes- 
1s. Balif stayed co help Silvanos nin the elven, 
armies: 

Silvanos wed Quinati and raised 2 family 
‘Their fits son was Sithel, When Silvanos died 
in approximately 2519 PC (Pre-Cataclysm), 
Sichel assumed the leadership of che elves of 
Silvanesti, His father was buried in « crystal 
tomb, Sithel also erevted a cower in honor of 
huis mother in dhe heart of Silvanost, 

1c was about 2308 PC chat owin sons were 
bboin to Sithel. They were named Sithas and 
Kith-Kanan.. Sithas was born but minutes 
before Kith-Kanan, 

Daring this same time, the human 
Engochian Empire was spreading actoss Ansa- 
fon and, inevitably, encroached on the 
expanding borders. of Silvanesti. The 
‘Wildeunner elves of the House Protector were, 
‘naturally atthe front of the elven expansion 

to make contact withthe rise 
ization. Kith-Kanan was the 
ldnanner Flves and Sithas was 
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‘The sympathies of Kith-Kanan wete with 
these Wildrunner elves who were more free of, 
the constraints oftheir Houses and more open 
and friendly chan the elves of che other 
Houses. ‘Trade was soon established berween 
the Wildcunner elyes and the human sertle- 
ments on their borders and, in the course of 
time, several mattiages between Wildrunner 
elves and humans occurred. While this rade 
sense to the elves of House Protector, Sithel 
looked on this with great suspicion. On Kich- 
Kanan’s advice, he journeyed to the westeen 
reaches of the Kingdom to judge for himself 
the results of Kith-Kenan’s diplomacy. 

The journey proved to bea tertible disaster. 
Sithel was killed while hunting foreport in the 
botderlands, Some say that the arrow thae 
slew him was a stray that found its matk by 
accident. Othets say that the humans assassi- 
fated him in order to remove any barriers to 
their expansion. There was also a tale that the 
killing was done atthe order of Sithas in order 
to discredit his brother and place himself on 
‘the throne all atthe same time. 

‘The final result was the Kinslayer War that 
lasted until 2400 PC. in which the Silvanesti 
clves tried to drive dhe humans from the land, 
‘The elves of at region who had mamied 
humans sided with the Ergothians in whar 
they perceived as an unjust wat brought on by 
their own country. Kith-Kanan led die asny 
‘of the western frees in Silyanesti in a terrible 
war against his own kin. Ultimately the war 
ended with a truce between the Esgoh 
Empite and Kith Kanan. 

By now, however, the western elves were 
d of being subject co the rigid case system 
of the Silvanesti. They sued for social change. 
‘The first civil war of the elves threatened. In 
secret negotiations with Ergoch, Sithas solved 
several of his problems. 

‘The Swordsheath Scroll was signed and the 
nation of Qualinesti was formed—a place 
where the Wildrunner elves of western 
Silvanesci could establish cheit own nation 
Kith-Kanan saw this for whae it was—exile 
Yet it seeaned to be the only hope for his peo- 
ple. Thus was the kingdom of Qualinesti born 
out of sorrow and hope. Kith-Kanan estab- 
lished his kingdom of elves in Qualineati and 
never returned to Silvanesti 


























Silvanesti 
(high Elves) 
Appearance 


The Silvanesti area fairskinned race with 
‘eyes of blue or brown and hair ranging from 
light brown to blonde-white. Hazel eyes are a 
symbol of the line of Silvanos. The Silvanesti 
refer loose garments, flowing robes, and 
capes. 


history 


‘The history of the Silvanesti iy lngely the 

history of elves on Ansalon. Quevalia Sot, 
the great bard of the Silvanest elves, was the 
firse clvish historian, His ‘writings 
form the basis of most commonly known his- 
tory to this day, Thus the history of ces at the 
being of his secon ely dea che hi 
‘tory of Silvanest io is early stages. 
After the formation of Qualinesti, che 
Silvanesti elves remained isolaced from the 
World until the time of King Lorac Caladon, 
Under his direction, Sitvanesti established « 
Aouriching trade with Ista, the great empire 
to the north. Then the Cataclysm closed the 
Dotders of Silvanesti and the elves withdrew 
from the rest ofthe world. Theie borders were 
feared for few who crossed them ever 
recurned. 

‘The Dragonarmies did not fear the borders 
of Silyanesti.. During che War of the Lance, 
the Dragon Highlords decided co deal with 
Silvanesti before yemtusing inww che fertile 
Solamnic lands to the west. 

So it was that dragons came at last 1 
Silvanest (0 spread tertor. For some time the 
armies of the Wildruoner elves made the 
advancing Dregocarmics pay dearly for every 
step they took into the elves’ land. This gave 
the Silvanesti nation time to board the chips 
prepared by King Lorac and flee ro the west. 

LLorac remained behind, saying he had the 
power to defeat the Dragonarmy. It wat not 
known until much later that King Lorae had 
secretly ned a dragon arb in avain attempt to 
destroy the oncoming dragons. His hope tum- 
ced against him and his own worse nightmares 
‘were given substance and created 2 horrible 
alternate reality over the entire kingdom. 
Through his toured mind, che once- 
‘beautiful fores of Silyanestiwas reshaped into 
a nightmare, 

During the rest of the War of the Lance, the 
Silvancsti kingdom-in-cxile was based on the 
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island of Ergoth. Since the end of the was, the 
Silvanesti government has been located in 
‘Qualinost under the direction of Alhana Sear- 
breeze, daughter of King Lorac. Her marriage 
to Porthios, Speaker of Suns of Qualinesti, sa 
symbolic union of their two peoples. 

The Silvanesti elves are tying to reclaim 
theit homeland from theit base in Qualinest. 
‘While the orb is no longer causing the night. 
mates to continue in Silvanesti, the effect of 
that magic still remain and make once-great 
Silvanesti a place of horror and twisted agony, 
‘The elves have a long and hard task ahead to, 
reclaim their homeland. 


Philosophies 


‘The Silvanesti elves are a prejudiced peo- 
ple, intolerant of other races and customs, 
‘which ate sen by the Suvanesti as being high: 
|y inferior to their own. Theie views are obvi- 
ously the only correct ones. Racial purity is 
also a large part of the Silvanesti mindset. 


Society 


Silvanest attitudes differ grealy from those 
of their Qualinesti brethren, Long years with+ 
in a safe, settled empire have stratified the 
various crafts and tasks into a rigid system of 
‘eastes, of Houses, At the top of the system is 
House Royal, the descendants of Silvanos who 
mule the land. Next is House Cletic, once a 
teligious order, bust now mainly concerned 
with keeping records and lot. 

Beneath these two houses are those of the 
craftsmen and guilds: House Mystic, House 
Gardener, and House Mason. to name a few 
‘The House Protector (the Wildrunners) serves 
ae the army of the Silvanesti. Yeats of contin. 
val peace have strafed the guilds ico rigid 
social institutions. No une miaties outside his 
guild without permission, and permission is 
rarely granted. 

The lowest guild is House Servitor, which 
includes apprentices, foreign traders, indcn- 
tured servants, and slaves (the Silvanesti 
enslave races that lose wats with ther). 

The Silvanesti survived the Cataclyso and 
bolted their doors against che outside world, 
Daring the War of the Lance, the Silvanesti 
fled west through the Plains of Dust, ctossed 
the straits to Southern Ergoth and settled on 
the western shores of Harkun Hay: There they 
founded Silvamori, the Hidden Kealm. 
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Qualinesti 
Appearance 


‘The Qualinesti are slightly smaller aud 
darker chan the Silvanesti, Their hair ranges 
from honey-brown to blond, and their eyes 
are blue or biown. They prefer woven slacks 
and jetkins for men, long dresses for women. 


Philosophies 


‘The Qualinesti are more friendly than the 
Silvanest, They have traded more openly with 
‘other races and built Pax Tharkas as a joint 
‘venture with the dwarves of Thorbardin, Dur- 
ing the Age of Might, Qualinest-human rela- 


ions were generally good. However the elves’ 
dislike of interracial massiages wae a continual 
barrier to improved relations with the other 
races in the area, 

‘The situation deteriorated drastically with 
the Cataclyim, The elves were able to retain 
their civilization and society despite the teti- 
bile destruction of their land. The neighboring 
‘humans and dwarves were not so fortunate 
‘Vheie societies were destroyed: the starving 
survivors heard rumots that the Qualinesti 
had treasures and food worthy of plunder, The 
subsequent raids destroyed the small outlying 
elven communities and earned the hatred of 
those elves that survived, Qualinest closed its 
borders to the other races until the nation was 
forced to abandon its homeland and flee west 
before the Dzone in the Wa of the 

nee. 

‘After the Wat of the Lance, the Qualinesti 
elves reruined from exile in Exgoth to reclaim 
their homeland, Despite the fact that they 
hhad fought with che Knights of Solamaia 

ing he Datk Queen, they sill harbored 
jeep resentments againet the other races of 
the world, But chey ae the most willing of the 
clven nations to treat with other races. ‘hey 
are capable of the same snobbery shown by 
their Silvanest cousins, but any snobbery they 
display is far more subtle than that of the 
High Rives, 





history 

‘The twagedy of the Kinslayer Ware marked 
the beginning ‘of the Qualinesti race of elves, 
‘With Kith: Kanan leading them, the Qualines. 
ti vowed to forge a more tolerant society. In the 
days prior to the Cataclysm, the Qualinesti 
elves founded many smaller communities in 
the hope thae ehey would grow in trade and cule 
‘ture a8 had Qualinost. 

‘This hope was dashed by the Cataclysm, 
which not only greatly damaged alt the cities 
‘of Qualinesti, but caused the tertible period 
‘of tettor and barbarism that followed. The 
‘elves were seen as casy prey by the other peo 
ples who were struggling to survive in the 
shattered lands. Many terrible raids devas: 
vated the Qualinesti communities. (Many of 
Kym's half-elyes came from this time when 
humans raided the elven cities.) 

In their flight from the advancing Dragon- 
armics during the War of the Lance, the 
‘Qualinesti fled actoss the Straits of Algoni to 
southern Etgoth and founded the city of 
Quallmoti on the easter shores of Hirkun 
Bay. Here they almost immediately san afoul 
of the already eetablished Silvanesti kingdom. 
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in-exile and the Kagonesti nation co whom 
the land originally belonged. All three 
‘nations began bicketing with one another and 
could only ageee chat the Dragonarmies had 
to be stopped. 

‘After the War of the Lance, the Qualinesti 
mounted an expedition to reclaim their 
homeland. This they did with litle difficulty 
and set about repairing their capical city. 
Porthios became the Speaker of Suns after he 
death of his father Solostaran, Porthos nat 
ried Alhana Starbreeze in a politcal marriage 
intended vw reforge the bonds between the 
elves of Qualinesti and those of Silvanest, 
While the two nations remain sundered in 
many ways, this has taken che hostile edge off 
their relatos 

"The Qualinesti are now hel 
Silvanest elves to reclaim ancient Sil 
This it ot co ay tha al past njsices ave 
been forgiven, The Qualinesti aid seems more 
in the way of “the sooner your house is ready, 
the sooner you'll be out of mine.” 














Socicty 

‘The Qualinesti society i far less structured 

ti ugletien? ee) 

1¢ Qualinesti atc nuled by a Speaker of 
Sans who must be a blood descendant of 
Kith-Kanan and thus of Silvanos. The Speak- 
ct serves primarily as a guiding and directing 
force in a government made up of a senate 
called the Thalas-Enthia, This group is 
‘appointed to represent the various guilds and 
communities of the elves, ‘Ihe recommenda 
tions of this group are then brought to the 
Speaker who makes the final determination 
fon the matter 

‘Only one large city exists in all of 
Qualinesti—Qualinost, the capital, This city 
sa mapnificen blending of elven architecture 
and natural features, The marvels of thi 
are many and are described more appropti- 
acely in che Avia of Kiyan, The Tower of Suns 
overlooks Qualinus, dhe city builtin harmony 
with nawure. 

The Qualinesti dieams of fostering many 
sister elven cities died with the Cataclysm, 
‘There are many communities that sill exist in 
the forests west of the Kharolis Mountains, 
bur these are small, isolated farming com- 
munities with no desires for becoming. any- 
thing more 
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Kagonesti 
(wild Elves) 
Appearance 


‘The Kagonesti elves are about the same size 
4s Silvanesti and Qualinest, but they are 
‘much more muscular, ‘They ate very tan and 
draw designs on theit faces and exposed flesh 
with clay and paints. Their hair is dark, rang 
ing ftom black to light brown, with a care 
throwback to the silvery white of theie ancese 
‘ors. Their eyes are hazel. 
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history 


‘The Kagonesti elves, also called Wild Elves, 

are distantly related (0 all other elvee, 
although their history as a separate people 
starts tthe very beginning of the world. Their 
tales of the creation are much more fanciful 
than those of their cousins. This is primatily 
duc to the fact thar their history is handed 
down verbally from generation to generation 

‘According to the Kagonesti version of the 
carly days of Krynn, the elves were the first co 
walk the lands and taste che waters. They 
found dhe land good and che waters pure and 
knew that this would not always be so, Some 
elves went east and gathered together under 
en his co wags war upon ote! vations 

«the Kagonesti did not follow this path, 
‘They wished only that which che gods had 
sranted them, So che Kagonesi lived in har- 
‘mony with the land, the gods, and the other 
peoples of Krynn, Though they did not war 
‘against other natione, their warriors were 
strong and protected the lands that were given 
to the Kagonesti by the gods. 

Some Kagonesti are the descendants of 
Silvanesti and Qualinesi elves who lee those 
‘ations cennuties ago to live in hatrnony with 
the wild, 
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‘simple elves. They remained in 
the forests of western Ergoth and eventually 
became part of the Empire of Ergoth (or so 
Ergoth said), It mattered little to the 
Kagonesti, They were left alone and contin- 
ued to live as they had for millennia, Ergoch 
waxed and waned and was soon forgotten 
‘Under the glaring brilliance of Ista, but the 
‘elves of the wilds remained unchanged. 
Eventually time caught up with the 
Kagonesti. They saw the Cataclysm as a sign 
from the gods, but they could not agree on 
‘what the sign meant, The War of the Lance 
shatteted their peace as their and was invaded 
by the refugee Silvanesti elves fleeing west 
from the horrors of their own land. The 
Silvanesti subjugated the Kagonest as slaves 
tw their mation i exile. They claimed chat 





lie to bother), but che Kagonesti mourned 
th futher desuton of ssc one pine 
land. 


‘Yet the wheels of time still umed and soon 
the War of the Lance was over. The Qualinesti 
left and took the Silvanesti with them, This 
‘was not without its price, however, for many 
of the Kagonesti were taken as servants ro the 
steat houses of the Silvanesti. Many families 
‘were sundered in that leave-taking; there are 
sll many Kagonesti who roam the lands look- 
ing for theit loved ones. 


Philosophies 


‘The Kagonesti believe that harmony with 
nature is the key to a full and happy life. 
‘While chey respect nature in all its forms, they 
also fel it ean be used to further the purposes 
and wel-being of the tribe. 

‘While the Kagonesti do not start wars of 
aggression, this does not mean that they are 
pacifists. The Kagonesti are fierce and decer- 
mined warriors when the need arises. They 
fhunt game and enemies with equal deulli 
ness, They are fiercely proud of their heritage 
and generally rather hot-tempered, in con- 
tat to the reserved and stoe Sityancst. 


Society 

‘The basic unit of the Kagonestis the tribe, 
centered around a chief and his family. The 
Kagonesti ibe lives in structures that are casi- 
ly portable. Permanent serlemenrs are nevet 


made. 

‘The Kagonesti have a more animistic view 
‘of the cosmos than their elven brothers. They 
see the great spirits of the stars in everything. 
Inanimate objects ate helieved 10 be filled 
‘with the spirits of their Kagonesti ancestors. 

‘The wild nature of the Kagonesti and their 
unorthodox customs (they send their dead 
own the tiver to the Sea rather than build 
tombs of stone) have led other elven races wo 
regard chem as savages and leser beings. The 
Silvanesti declared them House Servitor and 
enslaved them to build Silvamori. The 
Qualinesti Inave indentured them as well, 
thinking that the Kagonesti arc some part- 
elven lesser race, 





OarGonesti and 


Ommernesti 
(Sea Elves) 


Appearance 

‘The Dimemesti and Datgonest are races of 
‘Sea Elves, groups that separated radically from 
the elven land races during the Age of 
‘Dreams—partly as a result of the Greystone 
‘passage at that time, (The Dimemesti ate also 
called Shoal Elves as they inhabie the shallows 
‘of many of Ansalon’s coastlines.) They have 
been few in number ever since the devastation 
‘of the Cataclysm in which many of thei cita- 
dels and homes wee destroyed. Tey breathe 
both air and water and have light bluish skin 
and webbed ts. They wear their silver 
bir long, braided with shells. The Dargones- 
ti, of Deep Elves, are the tallest elven race, a 
slender people wit ge eye, ended fin- 
‘gers, and deep blue skin, 

‘The most interesting aspect ofthe sea elves is 
their unique ability 10 into the 
form of 4 sea otter (Dimemesi) ot dolphin 
0 ) this comes naturally to them and 

aids them in moving about their under- 

‘water kingdoms. There are differences between, 

actual dolphins and whales and their elven sha- 

counterparts but those differences 

are s0 minor 28 10 be only distinguishable ro 
another Dimennesti or Dargonesti. 





history 


‘The sea elves were created during the pas. 
sage of the Greystone of Gargath, Originally 
clven maninets with a great love for the sea, 
their race became dwellers of the oceans and. 
i force 

‘Practically nothing of theit history has been, 
transmitted to the eats of surface dwellers, 
Those contacts that have been made indicate 
that the sea elves’ history isas full and culoxful 
as those of the lanid-dwelling elves. What is 
known is thac gicat bautles were waged during, 
dhe Wat ofthe Tan by the Grea sod 
Dargonesti against che forces of the Queen of 
Darkness under the waters. The Shoal Elves 
scem to have the same stand:-offish relat 
ship with the Deep Elves as the Qualinesti do 
‘with the Silyanesti. 

‘Long ago, the Dimernesti had a partnership 
with che Siivanesc, allowing elvish mariners 
+0 explore distant lands. Quarels with the 
stiff-necked Silvanesti led to a. break in all 
communication with the land elves; the 
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House Mariner is now alt guild among the 

Throughout history, wondrous tales of 
these elves helping mariners in distress have 
been told in all seaports. However, these tales 
are almost always reported third or fourth 
band and ate endovbedly grey exager 
ate 


Philosophies 


Shoal Elves take little interest in what hap- 
pens above the watery surface of their 
domain. The few who have appeared on land 
did so only on a mission of importance ot 
under the direction ofthe Speaker of the Sea, 
the leader of the Dimetnesti. Dargonesti have 
rately been seen by humans of any of their 
land-based kin, 


Society 


‘The Dimernest follow the Speaker of the 
Sea, a hereditary position much like che 
Speaker of Stats, While there ate many guilds 
that mirror those of Silvanesti, there is a0 
caste system and the boundaties between 
‘guilds are not as rigid as for the Silvanest. 

The Dimemesti have recently taken ¢o liv- 
ing in the suoken cities of the Cataclysm. 
‘They find chem romantic and intriguing. The 
Dimetnesti are not builders hur they seem to 
enjoy living in buildings. 

‘Most Dimesnesti live in schools that are 
clan-oriented groups. There are no families as 
all of those in the group care for the young of 
the school. They are nomadic in nature and 
‘rely stay in the same place for long. 











Oark Elves 


The outcasts of elven society, hese are elves 
without cououry and waouta people, They 
are alone and beyond the society of all elves 
reaurdlew of races Only through the forge: 
of owe pone ey an cme 
beck ing dhe ralos ofthe elrbh people, 




















half-elves 
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Nalf-€lves 


Appearance 

Half-elves strongly resemble the racial stock. 
of their elven parent, but they generally have 
facil hair (missing on all other elves) and a 
hair color that is not consistent with theit 
elven heritage, They are generally more stocky 
‘thats most elves and, while almost universally 
handsome ot beautiful, lack the grace of their 
elven parentage. 


history 


‘The half.elves are considered “untrue 
elves" by all the other elven societies. They 
have no true history of their own but borrow it 
fom theit parentage. 

‘The Kinslayer Wars were brought about, in 
part, due to the incermariage of elves wad 
humans in that region, During drat time, 
half-lves in human society were considered 4 
‘great [rave re brought honor to the 
hhuman household, The elves, particularly the 
race-conscious Silvanesti, were by 
these intetracial martiages, 

‘After the Cataclyam, there came a time of 
barbarism during which many elven towns 
wete plundered and ransacked by human 
hordes. Many haf-elves were engendered dur- 
ing this petiod of rapine and violence, The 
Silvanesti elves cast them trom society as they 
‘would Dark Elves. Only ehe Qualinesei took 
them in. and gave them a home, although 
even they were cold and sometimes cruel 0 
these unforcunates 

Tt was, interestingly enough, one of these 
bastard halfelves who was partly responsible 
for the ultimate viewry of the Whitestone 
Forces over the Dragonarmies. Tanis of 
‘Qualinost, who lacer married the Princess 
Taurana of Qualiuesti, proved the woud of his 
unique rae, 





Philosophies 


‘As most halfelves ate raised in an atmo- 
sphere of shame and scorn, itis little wonder 
that they generally display tendencies toward 
rebellion and antisocial activities, They are 
usually very insecure and seldom travel with 
others unless they feel accepted. They often 
overcompensate for this insecuticy by per 
fonning wets of death-defying bravado, 


Society 

The half-elf isan outcast from the societies 
of both his parents, There ie no society that 
consists solely of half-elves as they are primari- 
Ty loners. If theres home fora halt-lt, iis 
in Qualinesti, whete they are treated coldly 
burt at lease they have a place in che sociery 
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‘According to the most teliable sources on 
the origins of Krynn’s inhabicants, the 
dwarves of Kryna ate descendants of the 
froomes, created ftom that original stock by 
the magic of the. Greystone of Gargath. This 
story is told in the beginning of this seetion 
(page 49). 

‘The dwarves themselves. however. scub- 
omy cling co another view of theic genesis, 
‘They believe that they were the last beings cre- 
ated by Reorx and that they were made in his 
image, Reorx, they say, learned from each of 
his creations uncil he knew the perfect form 10 
‘make his own people—the dwarves, of course, 
represent this perfect form, While the rest of 
the continent accepts the Greystone theory 
‘over this tle, all know better chan try to prove 
this point to a dwarf. The idea that dwarves 
are related to kender and gnomes is one that 
an cause a full-scale war with a dwarven 
‘nation. 

There ate other mysteries in the dwarven 
pastas well. Long before the Empire of Istar 
hlossomed, a great kingdom of dwarves 
known a6 the Kal-Thax existed that extended 
from Karthay into the very plains of Istar. 

Quevalin Soth allegedly visited this tealm 
in his travels and he supposedly wrote: "The 
kingdom left the ground above to fts navural 
and pastoral sare while below is surface was 
the greatest civilization mny eyes have yet 
bbcheld. Unmeasured were its caverns, their 
depths untold and their beauty beyoad 
Aescription, nd in all its splendor and won 
det, never once was the nature of the gods 
tampered with. Millions upon millions of 
dwarves labored here in unity and peace; their 
works were beyond any to be found in all the 
realms of the sky!" 

Similar tales from the Age of Might echo 
these remarks, although there scill remains 
Some question 2s to whether the kingdom 
actually existed or was simply a product of fan- 








‘fl cakes from that peso. 

Indeed, the reported remarks of Quevalia 
Soth may have been only 2 folktale that was 
attributed to him. The tale continucs to say 
that the kingdom vanished withour a trace 
reoroimnely 2800 BC nad Bes pened 
beyond the knowledge of all Krynn. Their 
fate has long been the subject of speculation. 
‘Causes voiced range from the plague to being 
taken into the heavens by the gods. Astinus, 
the great historian of Krynn, remains oddly 
silent on this issue and refuses to confirm or 
ony the Kingdom’ exitence. 

‘Whatever the fate of this supposed king- 
dom, there were small colonies of dwarves 
that established underground residences in 
neatly every mountainous region on Ansalon. 

‘Construction in Thorbardin began ia about 
2692 PC. This great dwarven kingdom was, 
completed in 95 years. Irsoon began to spread. 
iy influence nonhward and ran ino the 
Exgoth expansion in 2189 PC, The borders 
thac were established berween them held wot 
the Engoth expansion castward ran into the 

ncsti borders. With nowhere clse to 
ggtablih new colonics, tesions berncen the 








clashes between the dwarves and the hurmans 
became moe f 

In an effor to avoid another prolonged war 
(Ergoth had just fought the Kinslayer War), 
the Swordsheath Serall was signed. This cre- 
ated a new state (Qualinesti) forthe disaffect- 
ced Silvanesti elves. Qualinesti was placed 
between the Thotbardin dwarves and the men 
‘of Ergoth to ease the friction berween the two 
nations. 

‘Much to everyone's surprise, che Qualinesci 
elves (who weie move Gieudly w the dwarves 
than others had been) became fast allics of 
‘Thorbardin. Asa symbol of the unity between, 
the elves and dwarves, they jointly conscructed 

beeween their 





Khalkist Mountains and Keolyn in the 
Darkenwal south of Solamnia both waxed in 
poweras Thorbardin was completed. (Though 
Kaolyn suffered greatly from oppressive 
Ergothian rule and did not grow as quickly as 
the other kingdoms.) The dwarves of Zhaman, 
sow the surface of Ansalon being claimed and 
fought over by many nations and did what 
‘dwarves do hest—they took their kingdom 
underground whete no nation would bother 
them, 


‘These dwarven kingdoms were generally 
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disinterened in the doings of the other races, 
as hey were preoccupied with their una dilfi- 
culties, This brought on great sufferings in 
dwarven nations at the time of the Cataclysm, 
While the full cffects of this dinster on 
Kaolya and Zhaman atc not known, its effects 
at Thorbardin ate well documented 

‘Thorbardin had become heavily dependent 
‘upon trade for her food supplies. These were 
received primarily from the Abanasinian 
Plains north of Pax Tharkas and from the elves 
‘of Qualinesti, Xak Tsaroth was a central city of 
trade for the southem plains and food was 
‘easy to purchase there, By this time, the 
‘dwarves not only had their great underground 
city bur also many settlements above grovod 
‘outside the gates of the mountain, 

Having refused to become involved in the 
politics of the age, the dwarves were caught 
unaware by the Cataclysm, The extent of the 
dwarves’ problem became quickly apparent ro 
Duncan, king of the Thorburdin dwarves, His 
‘nation had only a small food reserve and he 
couldn't hope to feed both those inside the 
mountain and those in the fields beyond. Le 
reasoned that the dwarves in the ficlds at least 
hhad a chance of surviving but that those inside 
hhad one if the food supply had to be divided 
among the entire nation, So he reluctencly 
‘ordered that the gates to the outside world be 
closed, leaving those dwarves who were out- 
side the mountain to fend for themselves. 

‘The hill dwarves, for that is what the 
‘dwarves who lived outside had come 10 be 
called, fled back toward the safety of their 
ancient capital only ro find the gates shut t0 
them and no answer to their pleas. The hill 
<dwatves of that region call this deed the Great 
Betrayal. an act that sparked the still- 
‘smoldering hatted beeween the hill dwarves 
and the mountain dwarves of Thorbardin, 
‘The Dwarfgate Wars were an attempt by the 
Inil dwarves and heis luman alles w retake 
‘Thorbardin. 

“To this day, most extant dwarf kingdoms 
remain shue against the ouside world, Most 
‘dwarves that are commonly met ate of hill 
dwarf descent, The hatred between these evo 
groups sul remains high. 
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hill Owarves 


Appearance 


Hill dwarves have deep ran to igh brown 
skin and ruddy cheeks and bright eyes. Theit 
hair is brown black or gray. They favor earth 
tones in their clothing although they will 
‘occasionally wear something bright. Hill 
dwarves have deep voices and actually sing 
quite well, but geting one w do sv requises 
‘exceptional skill a diplomacy. 





history 


Hill dwarves were a part of the mainstream 
dwarven society until the Cataclysm, At that 
time, they were not permitted to return to 
their former homes and were forced to live 
permanently above ground. They have 
remained here more out of obstinacy than for 
lack of suitable mountains to delve, 

Hill dwarves are considered Neidar dwarves 
by the mountain dwarves, This refers to their 
fuer clan status before being eailed from 
the mountain (see mountain dwarves below 
for further descriptions), 


Philosophies 


Hill dwarves areas stubborn as their under- 
round cousins (though each group claims to 
‘more stubborn than the other), They tend. 
to be tough and coatse and lack some of the 
refinement of their underground fellows. 
"They conaplain often buc usually doo wo hide 
the fact dha they have a rather pleasant and 
gentle nature, 


Society 

Hill dwarves have small communities that 
live in above-ground villages. Unmatried hill 
‘dwarves often set out on their own, only occa 
sionally renurning to their otiginal clan. The 
hill dwarves have maintained the clan system 
rat dates from times long before the Cata- 
clysm. They do not, however, come wgether 
jin groups larger than cheir local clans as the 
clans tend to be suspicious, if not hostile to 
other clans, 





Mountain Owarves 


Appearance 

Mountain dwarves have light brown skin 
and smooth cheeks and bright eyes. Their hai 
& brown, black, gray, or occasionally white, 
“They favor earth tones in their 

Since mountain dwarves have a wide vocal 
tange, communities often form choruses of 
‘dwarves thar sing the traditional songs of the 
‘mountain dwarves. These songs can some- 
‘times be heard echoing through the moun- 
tains where che dwarves live. 
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history 


The history of the mountain dwarves is 
‘recounted atthe beginning of this section. Io 
‘fecent years, some outsiders have gained 
‘catrance to the mountain kingdoms, Atleast 
‘one entire nation of refugees was allowed to 
move through the southern gate of Thorbard- 
in after the group's ext anceds were 
presented to the ruling Council of Thanes. 


Philosophies 


ome of steak ce bite 
snough problems. to em occupies 
‘without looking for more rouble in the outs 
side world. With the number of classes and 
clans chat exist within a community, there is 
continuous politcal friction between the var- 
‘ous factions in the mountain. This keeps the 
dwarves to bury to pay much attention to the 
matters of the outside world. They are not 
jocereed in helping other o even in ten 
ing to their troubles unless they can be shown 
‘that the mater affects them somehow. 


Society 


‘The dwarves of che mountains have uadie 
tionally been organized into clans. Each clan 
is led by a thane who acts as its representative 
to the Council of Thanes. The council consists 
‘of nine members. These nine chaits represent 
the following groups, exch of which is 
thought of as a separate race. 

Hylae: This isthe oldest and most noble of 
the dwarven races. Most of the great dwarven 
kings have been Hylar. The Hylat traditionally 
live in the best accommodations that the 
nation can provide and are great eraftsmen. 


‘Theiwar: These area strange and degener- 
ace race of dwarves, They late light and 
indeed suffer from nausea in sunlight, Never- 
theless, their dreams are of world conquest 
and domination, Of the dwarven maccs, they 
are the most concerned with spells and magic; 
‘most of thei leaders have spell-asting abili- 
ties, "The Theiwar consider themselves. the 
highest of che dwarven mces and seek to wrest 
leadership away from the conerolling council. 
‘They want to take control by whatever means 
are necessary—including civil wat 

‘Daewae: This clan is justly tespeceed and 





Gully Owarves 
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many important leaders have come from theit 
zidst, The Daewar are great fighters and were 
inthe foretront of the Dwatfgate War at Thot- 
bardia. Now they defer leadership to the 
HHylar but take an active interest in public 
safety and public works 

Daergar: These are dark dwarves who split 
off from the Theiwar many hundreds of years 
ago. Their culture flourished and is now wide 
spread and powerful. They ate. if possible, 
‘even more dangerous than their Theiwar cous- 
ins, favoring murder, worture, and thievery wo 
act their way, Theis leader is always the most 
powerful wastior of the Dacrgar kingdom, 
lected ina bloody combat co the death, 

Neidar: The Neidar are hill dwarves who 
lived outside Thorbardin at the time of the 
CCaraclysm. They are no longer represented in 
the Council of Pranes--s atuaion many hill 
dwarves would like to remedy, 

Klar: The Klar are hill dwarves who lived 
inside Thorbardin at the time of the Dwarfga- 
te War, Following the war, the Klar were 
deprived of property and persecuted tetibly 
for their supposed sympathy for the Neidar 
(in face, many Klar fought with bravery on the 
Hylar side). Now, they serve the wealthy 
duvarves of Thorhardin in menial roles. After 
centuries of suffering, they look for a leader ro 
deliver them from theit plight. 

‘Aghar: These are gully dwarves, See that 
section for a description of this race. In the 
dwarven kingdoms they work in menial, dirty 
tasks, but thac is all they wre qualified w do, 
They have x scat on the council but the gully, 
dwarf representative soon learns to just sit in 
his chair and nor say of do anything, They 
genctally sleep through such mectings, much 
(o cycryone’s relief, 

Kingdom of the Dead: "The dwarves vener- 
ate their dead and consider the Kingdom of 
the Dead to be the 8th Kingdom, This has li 
le practical effect on politics but has 2 pro- 
found effect on dwarven thinking about the 
Aerie, Dwarves use a variety of divination 
methods—some real, others only 
supersttion—to contact theit ancestors. 

"The High King: The High King is chosen 
by acclamation of the Council of Thanes an 
must he ordained by the people. The king ean, 
be from any clans, burt he rues all ofthe clans. 











Gully Owarves 
(Aghar) 


Appearance 


Gully dwarves axe shore, squat_demi- 
hhumans, averaging four feet in heights they 
hhaye an average weight of 100 Ibs., give ot 
take about 10 Ibs, Females wend to be slightly 
smaller than males. Aghar are physically 
much like other dwarves, except that they are 
‘fin covered with sears, boils, sores, and filth 
duc to their living conditions. 

Gully dwarves have skin tones ranging from 
olive brown to a light parchment color. Mot- 
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ded and splotched skin is not uncommon, 
and a few have a diny gray.brown skin tone 
Male gully dwarves wear long, scruffy beards; 
females have cheek hair but no beards, Hair 
color is usually dirty blond, brown, rus, gray, 
‘or dull black. Eye color can be watery blue, 
ull green, brown, or hazel. 

Gully dwarves don't appear ro be as heavy 
and stocky as other sorts of dwarves. They also 
have narrower fingers and limbs. Pot bellies 
ate very eomnion among both sexes, and gully 
dwarves develop weinkles quickly after age 25, 


history 


Gully dwarves have an extensive oral trade 
tion of thei engine and history. Uforn- 
nately, no two gully dveaf clans agree on any 
relevant details, The stories ate very colorful 
and entertaining co others, though gully 
‘dwarves take them very seriously 

For our purposes, we turn co other sources, 
‘The tale of the Greystone of Gargath tells of 
hhow dhe dwarves and kensder can into being. 
Tn the years that followed, a few intermar- 
sages between gnomes and dwarves occurred. 

lated communities actoss Ansalon. Sut 
singly, the, children of such mactia 
Proved tebe of a ently new ste, ie tee 
‘own particular characteristics. The members 
of this new race lacked all the better qualities 
of theit patents, 

Further intermastiages were banned by 
dwarven and gnomish societies. Members of 
this new race were driven out of theit own 
clans, particularly by the dwarves, who regard. 
fed them a5 a blight. This new dwarven race 
became known as the Aghar ("the 
anguished"), Humans larereheistened them 
gully dwarves, noting the race's low starus and 
‘poor living conditions. 

‘The Cataclysm. was at once the curse of the 
world and the salvacion of the gully dwarves. 
‘The destruction of civilization in Ansalon 
‘opened up dozens of deserted, ruined vities to 
habitation by wandering gully dwasl uibes. 
Soon once-mighty towns like Xak ‘Tsaroth 
‘became havens for the Aghar. Undisturbed by 
the rest of the world, the gully dwarves were 
free to establish theit own cultures—such a5, 
they were. 














Philosophies 


‘The most imporeane facets ofa gully dwarfs 
petsonality are generally agreed to be survival 
instinct, pride, endurance, and stupidivy 
‘Though detided by other intelligcot races of 
Ansalon, gully dwarves continue to thrive 
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under conditions that would have broken 
‘many others. 

Gully dwarves are born to survive: they 
skllfaly avoid exposing themselves to harm 
‘and regard cowardice as a virtue. Groveling 
has been raised to the level of an art form in 
their society. 

‘The stupidity of gully dwarves is legendary. 
‘They can grasp the concept of a single item 
and of a group of items, but they cannot dis- 
Linguish beeween laige groups and sana 
sroups. Most Agha don'c revognize numbers 
fgsaer than on, which ay deriv ftom the 

fact that they do not recognize the needs of 
anyone other than themsclvcs. Any number 
{greater than ones called "ewo,” which simply 
‘means “'more than one.” 

Although cosideved foolish by all her 
aces, gully dwarves are « proud folk and ace 
with great seriousness. They tend to have 
inflated ideas of theie own places in the grand 
scheme of things; puncturing their egos is an 
almost impossible task. 


Society 


Gully dwarf communities are usually quiee 
small. Aghar prefer to live in extended family 
tants, called clans, which have 2-20 members. 
Some very large clans can have up to 60 mem- 
bers. Mos live in villages abandoned by pre- 
vious owners of in the wilderness in old mines 
‘and caves, Small clans may live ia the slams 
and refuse dumps of large cities; several major 
cities in. Ansalon have gully dovarves living in 
their sewer systems. The leader of a clan is 
responsible for keeping the family together 
and isthe sole voice of autharity (although his 
authority is frequently questioned). 

Occasionally. several clans live together, 
usualy in a rained or abandoned city. Major 
‘Avghar communities hold between 40 and 400 
adult dwarves and a similar amount of chil- 
dren, At least rwo clans ate present and some- 
times as many as five. 

Each clan has a chieftain and the serongest. 
<leverest, and most charismatic of these chief 
tains becomes the local king. Kings are served 
by bodyguards and by a completely chaotic 
hierarchy of lesser functionaries with no clear 
ly defined roles or duties, 

Because of gully dwarves’ egotism and 
inability to covet, i is not unusual to find a 
suceession of kings with the same name, each 
calling himself “the First 
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TRda 


Appearance 


‘The lds are tal, slender creatures, averag- 
ing six fee in Icivin. The females tend vo be 
as tall as the males, Although slender, heir 
sucngth is readily apparent in theit suong 
musculature, ‘Their skin tones range from 
midnight bluc ro a deep sea green. Theit hait 
isoften black but sometimes silver or white; it 
is always carefully combed and kept, Theit 
drawn faces and drooping eyelids give the 
impression that they are bored or uncaring. 
‘Their eyes are almost always silver-colored, 

‘The Ida move with a fluid motion vo grace: 
‘ul thatit sa joy co watch, Their voices are the 
‘most extraordinary in Krynn, rivaled only by 
those of the sirens, 

‘The Irda have innate shapechanging abil. 
tiecand can diggnisetheit sie and troe nature 
in many ways. They can change theit height 
bby as much as two feet and can attain the fea- 
tures of any humanoid race (particularly elves, 
half-elves. and humans), This shapechanging 
ability equites several years of practice to per 
fect. Usually Itda learn to shapechange into 
‘one form perfecdly and then use thae form 
‘over and ovet 





history 


Dung the Age of Dreams, the newly ete. 
ated beings of Krynn awoke ro the first dawn 
‘of the world, Legends from thac time (mostly 
passed down through elven bards) say the 
elves were the first ro awaken, This was not so: 
the ogres were the frst, 

Inthe dawn of the worl, che ogres were the 
faiest of the races and were uly jtmmorel, 
‘Their dark grace and coll beauty was unsut- 
pasied by any of che races that arose. Yer theit 
hearts wete cold and bent toward evil 

‘The Irdanaiach, a book unknown among 
men of Ansalon, tells a tale of the moxt 
‘ancient days, When ogres walked the world in 
beauty and power, men awoke and hed deal 
ings with this evil race. In this exchange, the 
shumans unwittingly gifted Igrane, a great and 
‘powerful ogre clanieader, with free will, For 
this Igrane both cursed and blessed men, for 
he looked upon the world with new eyes 

‘The gift spread among his clansmen wncil 
they all saw the curse of evil and the furure of 
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destruction and debasement that it held tor 
them, They tied to convince other ogte clans 
of their folly but kindled anger, Civil war 
erupted among the ogses. ‘The Ogre Wars of 
the Age of Dreams were fought in places hid 
den from the eyes of men 

‘So it came to be that the Inda, as the 
enlightened ogres called themselves, removed 
themselves from contact with the rest of the 
‘world, The Irda found a haven on a distant iste 
and confused the way behind dem 9 dhat 
‘they might live undisturbed, The ogres who 
did not foresee theis debasement eventually 
{ulflled che Iea’s vision and became uglier 
and more misshapen until their appearance 
‘matched the evil in chit hearts, 

‘With the coming of the Catacysm and the 
War of the Lance, the Irda wete forced co 
tecanttheit policy of cota eolation. Now they 
hhave begun to send their people into the 
world to establish a ventative contact with oth- 
‘er nations of the world, 


Philosophies 


‘The Indu ate a peaceful race who mean no 
hsm wo the world at lcge. They only wish to 
sacher their lost children (those Ida capeured 


‘by the Dragonarmies during the War of the 
Tance—see below) back to the hidden isle of 
the Irda, 

‘The Irdas biggest difficulty isthe supersti- 





tions that men have developed about them, 
cover the year Tales are told of che terible, 
ancient ogtes who would retuen one day to 
bring death and destruction. Irda who have 
been discovered ate almost always hnnted by 
the populace Evil beings who try to ally with 
the Ida soon find one that the Irda are good 
and tty 10 desteny them as well 





Society 


‘The Irda have been ruled by an unbroken 
chain of royal lineage tince the beginning of 
the world, Except for the Irdanalath, they 
Keep no historical records. ‘The balance of 
their writings contains reflections on theit 
conditions and general observations on natu- 
tal sciences and the arts The Trda live on an 
island same distance marth of Ansalon. It is 
hete that they have sheleeed from a batbatie 
and unsympathetic world. 

‘Their life of pastoral bliss was, however, 
“upsec by the Cataclysm. With che reappear 
ance of dragons in Krynn, the lida’s home was 
son dixovered by the secvanes of the Queen 
of Darkness. The Queen had been much 
agaticved by the loss of the Irda in the begin- 





ring of the world, She now sought to desttoy 
them, The battle was fonghe by ttanie magi- 
cal forces and the Dark Queen's atvack was 
‘eventually repelled, but not before many Inde 
‘were captured and taken to Ansalon, 

‘When the War of the Lance ended, smany of 
the surviving captives were fieed. Those Iida 
now wander the lad in disguise crying to find 
thei way back co dheie homeland, They are 
usually alone, but occasionally small groups of 
‘wo to 10 Iida are found traveling the lands of 
Ansalon, Families ate sometimes encoun- 
‘cred; the parents’ fondest wish is co find a 
‘way to thelr island home, if not for them. 
‘selves, then at least for their children, 

‘The relative security oftheir island enabled 
the Irda to hone their magical skills to a fine 
‘are, Combat skills; however, are uncommon 
among them. 

‘Avatiety of magies protect their sland from 
being found, but the wandering Ida can hear 
the telepathic call of their homeland during. 
‘High Sanction for Solinari, Duting these 
times they can find theit way across the sea to 
‘their home (but only if they have the means to 
cross the sea), Unfornunately the journey lasts 
far longer than che duration of High Sanction 
and few lost Ida ever return co their homes 

















Krynn Minotaurs 
appearance 


Kayo minoraurs are garyantuan brutes 
over seven feet in neigh. They have sort fut 
tvering thelt massive muscles, the fur ranges 
from a fed brown co almox black, The faces 
are brutish and ugly by human standards, 
reminiscent of those of bulls. They have short 
hors that ro from thiredge of thei fore 
hheads to a length of six to 12 inches for the 
females and one to two feet for the males 

Minotaur wear clothing, usually a harness 
and leather ekire, The hatness cartes weapons 
in convenient locations as well as decorations 
from previous battles and vetries. The mino- 
tute favorite weapon is a double-edged axe, 
although many minotaurs have been known 
to use 2 broad sword in each hand 

Minotants wete eteated during the Grey- 
stone's passage through Ansalon and are 
descended from the otiginal ogres. Suggesting 
toaminotaur thache is descended from a cow 
(a common mistake for humans) is the dead- 
lies insule one can offer 2 minocaur, 














history 


The minotaur race has been oppressed 
theough most of ie history The legends ofthe 
rminotaurs speak of the rime dating the Age of 
Twilight when their nation was enslaved by 
the Kal-Thax dwarves. The legends say that 
the minotaurs destroyed that dwarven nation, 
‘but most scholars tend to dismiss this claim. 
‘The minoraurs dwele in scattered groups 
without # nation or identity until kate in the 
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_Age of Twilight when they began to gather in 
the eastern regions of Ista. There they estab- 
lished the first minotaur kingdoms of Mithas 
and Kothas. ‘Two kingdoms seemed a better 
idea to the competitive minotauts. They soon 
developed shipbuilding toa fine are and cheir 
navigational skills remain some of the finest in 
the world, 

‘This time of power was soon to end. With 
the advent of the Istar Empire, once again the 
_minotaurs were brought into slavery, though 
‘ata great price to both armies. This continued 
until the Cataelysm, which the minotauts saw 
as divine intervention on theit behalf. The 
‘minotaurs soon afterward sec sal for the newly 
created islands that were all chat was left of 
‘Mithas and Kothas, Wich their nations now 
separated from the land by the Bloodyea, they 
sould attain the ue power dey always knew 
they deserved, 


Philosophies 


Minotaues firmly believe in the superiority 
of eheir race and jn their ultimate place as the 
ruletsof the world. Itis their destiny to bring 
the rest of Krynn under theit rule, 

‘They will go ro any lengehs to achieve domi 
nation over others, They are ruthless in battle 
and cold in thei justice, They believe tht the 
weuk should perish and tae might proves 
sight 1is, co them, the nacatal process of life, 

Trom their youth, minotaurs ate trained for 
strength, cunning, and incelligence, The goal 
of this taining is combat in the Circus, an 
annual contest that acts as a minotaut's rite of 
passage into adult society. 











Minoraur society is built upon the pri 
shat might makes right and that avo consider 
ativu of justice fy necessary, The minotauts are 
lead by an emperor who resides in che city of 
Nethosak on Mithas. Under the emperot is 
Supteme Circle of cight minotaurs. ‘The 
Supreme Circle deals with che day-to-day 
administration of the government, All posts 
tate won by the strongest and cleverest mino 
Agus a proved by combat in the Ci. (Al 
determinations of rank and justice take place 
in the Circus.) 

‘Minotaur claim to have the only euly class- 
less society. Anyone can become the 
emperor —all he has ta do is defeat the current 
cemperorin single combat in the Cirens. Mino 
tauts ate trained from youth for specialized 
roles co which they seem most suited, This 
most often involves seamanship, 











Families ate the foundation of 





society; the honor of one’s fa 
supreme above al other considerations. Mino- 
{aur clerics invatiably worship only one god: 
Sargas. This god is known as Sargonnas to the 
Solamaics 
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Nonweapon 
Proficiencies 


Choosing Skills: The selection of aon 
‘weapon proficiencies for a character is basi- 
«ally up co the player. However, ia the interest 
of faithful and accurate ole playing, itis rec- 
‘ommended that the player take into account 
the background of his character. This should 
climinate initial nonweapon proficiencies that 
‘ate illogical for that character 

“The player should akn be cateul when sleet 
{ing proficiencies as his characte gains experience 
levels and becomes eligible for more proficen- 
cles, Unless a character has spent a lot of time 
with drigons, for example. he should not 
acquite proficiency in dragon riding. 

Ultimately, ull proficiency selections ate 
subject wo the approval of the Dungeon Mas- 
(er. If he feels chat a player character's profi- 
siency selection is illogical, then he is 
obligated to refuse to allow chat selection, 

Sulceas and Failure: Having « nonweapon 
proficiency does not mean that the character 
stutomatically sacceeds in actions governed by 
that proficiency. Depending upon the partic- 
ular proficiency or the circumstances. sur- 
rounding the use of the proficiency, ie is 
Sometimes necessary fora character to make a 
soccessul Proficiency Check to use the skill 

‘A Proficiency Check is accomplished in the 
‘same way at an Ability Check. The player rolls 
1420, applies any modifiers, and compares 
the result ro the character's ability score that 
relates to the proficiency being used. If the 
modified die roll result is less than or equal 10 
the score uf the appropriate ability, the Profi- 
ciency Check is successful, (In certain circum- 
stances, the Dungeon Master rolls the 
Proficiency Check and he may or may not 
reveal the resule tothe playet) 

Any die roll of 19 of 20 on a Proficiency 
Checle indicates automatic failure, even. if 
modifies: would bring the cesult down into 
the range needed for success. Also, for the 
purpose of a Proficiency Check, any ability 
score greater than 18 is teated as an 18. This 
-means that a character with an ability score of 
18 or greater always has a least 2 10% chance 
{Zin 20) of failing a Proficiency Check. 

Improving Proficiencies: When a character 
gains an additional nonweapon proficiency 
sloc at 3d and higher levels. the player can 
improve the characters ability in an exist 
proficiency rather than acquire 2 new pi 
ciency. Ifa proficiency stor is used ro improve 
uu existing proficieney, the character cexcives 
an automatic die-coll modifier of -2 on all 














subsequent Proficiency Checks for that profi- 
ciency. A roll of 19 of 20 still means failure, 
however. 

1 the player desires further improvement, 
additional die-roll. modifiers of =2 are 
plied for every additional proficiency slot 
dedicated to this proficiency. 

"The proficiencies that can be used in Kryna 
are a follows: 


DKAGONLANCE® Saga Proficiencies 








1 Wis WSG 
1 Int WSG 
1 Wis DSG 
1 Wis DSG 
2 In DS 
2 or DLA 
1 Sx SG 
1 = DSc 
Boating 1 Wi DSG 
Boarwnghe 1 Ie — DSG 
Bowyer/Flecchet 1% Dex DSG 
Carpenter 1 Se 
Charioteering = 1 Dex 
Direction Sense 1 Wis 
Endurance a) x : 
Kire-building = Wis + DS 
Fishing 1 Wis DSG 
Foraging 1 im | WSG 
Fungus Identif. 1 Int. SG 
Gem Cutter 2 Dex DSC 
Healing 2 Wis SG 
Huncing 1 Wis WSG 
Leatherwotker = 1 Int DSG 
Miner 2 Wis DSG 
Moumainceting 1 — — DSG 
Plant Lore 1 Ie | WSG 
Pocter 1 Dex SG 
Riding, Airborne 2 Wis WSG 
Riding, Drigons 2 © Dex DLA 
Riding, Land-based 1 Wis DSG 
Rope lize 1 Dee DSG 
Running 2 Con WSG 
Slow Rempiration 1 —  DSG 
Smelter 1 Ine SG 
Sound Analysis. 1 Wis DSG 
Stonematoa 1 Se BSG 
Survival, Cold 1 WSG 
Survival, Deer 2 — = WSG 
Survival, Het = 1 WSG 
‘Swimming 1 Sx DSG 
‘Tracking 1 —  WSG 
Weaponsmith 3" Int = SG 
Weather Sense 1 Wis, WSG 


n 





* These require a Proficiency Check each 
time they are used. 


Books in Table: 
DSG = Dungeoneer's Survival Guide 
WSG = Wildemess Survival Guide 
DLA = DRAGONLANCE Adventures 


‘The aitborne riding proficiency covers tid- 
ing creatures such as griffins, pegasi, and the 
like, but not dragons. Dragon riding is treated 
28a separate proficiency, 


New Proficiencies 


Astrology: This proficiency enables a char- 
cero fod che star for inforeaton concer 
ing his facate. The Proficiency Check is made 
by the DM. If successful, the character sees a 
{general condition that he is likely to encount- 
ex within the next 30 days. This may bea great 
battle, an enemy who will become friend, an 
important encounter, etc. If unsuccesstul, 
then the attempr gives similar information 
but itis inaccurate. 

Dragon Riding: This is identical to ait. 
boone riding except it deals exclusively with 
dragons. A character needs to check this skill 
‘when attempting combat on dragonback with 
4 mounted luce or when he is attempting 
special mancuvers (such as a lovp) with his 
dragon, 
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te Se 
common 
Creatures Of 
ansalon 


‘Much has already been said about the ori- 
gins of the unusual races of Krynn, Many ctea- 
{ures that are common to other worlds ate also 
found in Ansalon. These creatuses are best 
described in other books. However, the staris- 
tics for most exeatures of Krynn can he found 
con page 115 and 116, 


Unique Creatures 
of Ansalon 


While most creatures encountered on 
‘Krynn_ ate commonly found in many uni- 
verses, there are also many that are special 10 
this universe alone, Such special creatures are 
presented here in gveater detail 








Sraconians 


Draconians, or Dagonmen, are the special 
troops of the Dragon Highlotds, ‘They are 
mote predictable than human forcesand more 
apt to follow orders than the ogres and yublins 
that make up the bulk of the army, Dracon= 
jans ate not fightened by dragon awe, rather 
they seem to rally around the evil dragons, 
‘Thete ate five ypes of Draconians; the stony 
Baaz, the tmupie-wielding Bozaks, the poizon. 
rongued Kapaks, the shape-shifting Sivaks, 
and the mind-bending Auraks. 

‘The first four types of deaconians have 
wings, bue of chese only the Sivaks can truly 
By They moxe eieher by walking upright, gli 
ding down ftom heights, of running on all 
fours while flapping their wings, ‘This lacter 
form of movement enables them Co move very 
fast along the ground (see. the bracketed 
movement rates under "Move" in the listings 
of draconians’ statistics) and the dust cloud 
kicked up by theit wings makes them a very 
intimidating sight in bale. The fifth eype of 
draconian, Auraks, have no wings but possess 
2 limited dimension door ability 

‘Draconians serve many roles for the Dragon 
Highlords, Kapaks, wielding poison blade 
and arrow, arc used as assassins and archers 
‘Yhe magie-usiog Bozaks are used as special 
forces and as commandess of squads of Baa. 
Sivaks form the elite forces, wearing heavy 
armor and casily swinging two-handed 








swords. Baar ate the common soldies, the 
hulk of the oops. They arc often used as 
scouts since they can disguise themselves in 
tobes, The Auraks ate raxe and special gen 
tals of the draconian armics. They are also 
used 19 special agents who can pass undetect. 
‘ed among humans. 

Draconians ate created by corrupting good 
ditagon cjg. Baz are derived from brass eggs, 
Bozaks from bronze egge, Kapaks from copper 
‘eggs Sivaks from silver eggs, and Auraks from 
gold eggs. These ate che eggs that the Queen 
fof Darkness swore to protectin retutn for the 
‘good dragons’ pledge not to interfere in her 
‘wat against the peoples of Krynn, 

“The corruption ofthe eggs isthe work of an 
vil iad, Wyellish ehe cleric, Dracart the 
image, and che ancient red dragon. Harkie, 
the Bender, Through arcane spells they cause 
the eggé to prow and thelr occupants to malt 
ply. Then Wyrllish opens the gate ro che Abyss 
and rhe abishai, the Dark Queen's sninions, 
tush foreh to inhabi the uew bodies. Dracon: 
ans are creatures of magical origin and when 
they ate slain, the odd enchancments tha 
formed them cicate spectacular death scenes 
(see the diaconian descriptions) 

‘While units of draconians ave often found 
in cvil hurnan atmics, they remain aloof from 
other races. They answer directly co the Queen 
of Datkness despite the command structure of 
the army they are in, 


B 





auraks: 


‘Auraks ate the special agents of the Dragon 
Highlords. They are the most powerful ofall 
araconians and the most devious. In uatutal 
form, Auraks appear to be 7-foor-all, sincwy 





draconians with short tails und no wings. 
‘Autaks cannor fly, buc they move as Fast as 
‘other draconians on the ground, Auraks pos- 
sexs limited ability vo dimension door three 
times pet day at will, Their most feared form 
tf attack is their mind contro! (see page 74), 





| Auras can. dimension door up to 6" 
‘Uneee times per day at wil, 
“The senses of Auraks are heightened so that 
‘they have infiavision good to 60 feet. and can 
detect hiddeo and, invisible cteacures within. 
“a” ‘They ran also see chrough all illusions: 
‘Aus have several narural defenses thatthe 
fa invoke atl Thy ca bl 
once each ror ufc they sack. ‘They can 
seipmenp tno the aye of ay ania 
the 6 is ey i dy, Behe met 
iabolical ably is to change self chee times 
poet day so eesemble any human or humanoid 
vad to perfectly imitate its voice, This effect 
comly lasts for 26 + oot a 
‘Autaks have thtee modes of avack. ‘They 
dan poet Ham of ent, ech of 
their hands (1d8 + 2 points of damage with, 
‘eich; sttiking targets up to 6" away When 
using change self, they appear to be using an 
‘appropriate weapon, but ate really attacking 
-vith energy blasts. They can also attack with, 
davis and fangs (Added side). Three times, 

day they ean teathe a noxious cloud (five- 
foot range), Vietims eaughe in the cloud must 
rolla successful saving throw vs. breath weap= 
‘on (for half damage) ot suffer 20 points of 















OrRaconians 
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ee 
Ceomied te dngats heycnied oat : 
‘wings under robes and, wearing large hoods Bozaks ate magic wielders and can cast 







‘and masks. pass through civilized lands as 
spies. 





spells as 4th-level magic users. They are cruel 
and very cunning warriors, spating 2 life only 





ificbenefits chem. Their favored spells: burn- 
ing hands, enlarge. magic missile, shocking 
‘grasp, invisibilcy, levicatc, stinking cloud, 
and web, 





Kapaks 


Kapaks ate distinguished by theit venom- 
‘ous saliva. They often lick theie weapons 
before atacking, 

Kapaks are lager than Baaz and often bully 
and abuse their smaller cousins. Because of 
the Kapak’s venomous nature, the Dragon 
ighlotds employ these draconians 2s asas- 
‘sins as well as warriors. Kapaks atc sly and con- 
riving, secking to lure prey into aps wind 
ripping foes to gain an advantage. 





‘Baaz are the smallest and most plentiful of 
taconians. They ate the Dragon Highlords? 
‘common ground troops. At the bottom of the 
‘draconian social order. these draconians often 
tend to be chaotic in narure and self-serving 
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dOReamshadows 








































Stvaks: 


Sivaks ate some of the most powerful dra- 
sonians, second only to the Auraks. They are 
useful both on the batelefield and a: advance 
infiltrators in areas such as Ergoth or westesn 
Solamnia where people are suspicious of the 


tobed Baaz. Sivaks normally acack wich ewo 
wwicked-edged swords, but ar just us dungei- 
‘ous with ther claws. in addition, they attack 
with long, armored tals, They can only use 
this artack whew in draconian form. 
Sivas at shapeshfters, capable of chang: 
ing theit form under ewo specific conditions 
‘When a Sivak slays « humanoid of its size or 
jrerap pad aca nae alee rictim. The 
‘not memories, expeti 
crn tp fhe iin ed like all 
raconians, radiates magic, but its appearance 
and voice ate exact matches to those of its vic- 
‘tim. The Sivak can change back to its normal 
form, hut after doing so cannot polymorph 
until it kills another humanoid. A Sivake 


‘Th deuch-shape tes for hee days. then the 


entire body derompases into black soot, 
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Oreamshadows 


Dreainshadows ase the creations of a mind- 
spin spell. Dreamshadows take the shape and 


‘appearance of any seal person of creature 


aown to the dreamer o to anyone experienc- 
ing the drcam. These incarnations are quite 
belicyable and in all ways appear to be the real 
fem. Dramutadovs uy hovers, aly 

lusionary and eause only illsionaty damage. 

Dreamshadows can be of any aligament 
and can be either harmful or helpful to those 
who experience them, 






ORcamwralths, 


Dicamwraiths are the violent creations of 
the subconscious, These creatures ean appear 
in many forms, almost always horrible and 
fighteniog. Freed chrough the evil influences 
‘of « mindspin spell, they actack the minds of 
theie victims through illusion 

Dreamwzsithe attack with terrible swifeness 
and with the fury ofa berserk fanatic. 

‘Dreamwraiths are aot undesd and there 
fore cannot be zurned by clerics, They ate ila. 
sionaty, however, and if theit illusion is 
discovered, their blows do no harm to the 
onbeliever. Because the mindspin spell 
‘weaves eal people into its illusion, maintain- 
ing disbelief in these ceatures is neatly impor 
sible (~ penalty co the check) 





OReamWraiths 
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fetch 


Fetch are the harbingers of death. Bsisting 
om the fringes ofthe Abyss, these creatures ean 
only reach into our wotld through reflective 
surtaces (mittory, calm pool, ee.) 

‘Afetch appears to bea haggard and deathly 
pale imitation of the person gazing into the 
surface. To the person gazing at their reflee- 
tion, the fetch appears to be standing imme- 
diately behind them. A fetch attacks with 
stunning speed, using an exact replica of the 
‘weapon of iim his teplca dsappeas i 
the fetch is killed). 

eich are always invisible, even while 
sutacking, to all but heir vetin. The victim 
«aa ony seth ech by looking in the reflec 
tive surface. 

The chilling touch of a fetch drains the 
essence of life from che vietim with hortific 
speed. 








Ice Bears 

‘These great white bear are camivores whose 
diet consists mainly of fish. Any other prey that 
scumbles into an sce bear's path is key to be 
‘conned as well, however. While their colo is 
‘that fa polarbear, ice hears more closely reser 
ble cave bear in sie and ferociy. 

‘ee hears have an uncanny ability co track 
pfey over snow and ice. and the thanoi use 
them for this purpose. sharing the reward. if 
any, with the bears. 








Bloodsea Mmotaurs 


Minotaurs on Krynn are a highly organized 
wetter pens tea Wises 
islands of Mithas and Kothas on the eastera 
borders of the Bloodsea, The minotaurs 
believe themselves to be superior to the other 
races of Krynn—it is their destiny to conquer 
and enslave the world. Minotaurs of Krynn 
‘wil aly with adventurers if they can be con- 
-vinced that this serves their own prmpases. See 
the section on minotaurs (page 69) under 
Races of Kryna for more details. 
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Shadowpeople 


‘The shadowpeople arc a race of mammals 
that has dwelled in Sanetion since the city was 
founded, eenturies before the Cataclysm. 
‘Their existence has always been rumored, but 
never proven to the satisfaction of scholars. 
Shadowpeople dwell almost exclusively 
underground and suffer greatly in the light of 
the tun, Under an overcast sky (the Usual 
weather conditions in Sanction), they ean, 
operate but do so in great pain, This pain is, 
even mote extreme when in direct sunlight 
The shadowpeople's bodies are covered 
with dark, smooth fur, A long, stretchable 
membrane connects their arms to thelr flanks, 
‘The membrane enables the Shadowpeople ro 
glide chrough the air, covering 10 feet of 
around for every foot they drop, Under cer- 
tain thermal air conditions, this allows them 
to soar and gui height as they Oy. 
Shadowpeople have a close, clannish cul- 
ture, The young are cared for by whacever 
adults happen to be nearby, The adults ate 
divided into two classes: warriors and coun 
tilors. The warriors pattol the race's under 
ground tunnel network and defend the clan, 
igainst intrusion, The councilors meet regu- 
lutly o educate the young and make decisions 
sbour the survival of che race, 
‘Shadowpeople can communicate viaa set of 
squeaks and growls that forms a primitive lan 
fqiage, but they are much more likely to se 
theie advanced ESP abilities to send and 
receive messages. This ESP accounts for the 
Shaeowpeople’s low Armor Class: In combat 
they are able to anticipate the actions of their 
enemies and take measures to defend ayaiint 
‘They cannot be surprised by any scuticnt 
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creature 

Tn combac each shadow wanior employs 
wickedly curved hook to both attack und 
Festi uppunents. Once an enemy bas besn 
impaled by the hook of « shadow warrior, che 
cceaiy’s attacks are hampered and he con- 
‘ines to take damage from the hook, 


shadawnearis, 
JURINCY: Rare. 





\#APPEARING: 220 
RMOR GLASS: 2 
MOVE: 12"/18" 





SPICIAL ATTACKS: Sec Below 
SPECIAL DEFENSES: See Below 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Very 
ALIGNMENT: Neutral (goed) 
SIZE. M. 

XP VALUE: 65 + A/hip 








Shadowpeople sutfer a ~2 penalty ral 0 
ie poll nae outa see THe petty 1 
‘nreated to =A in bright sunlight. They can 
slide 10 times the distance they launch them 
eles from. Any chatactét who is successfully 
struck by the hook of a shadow warrior will 
suffer a ~2 penalty on al vo hit rolls and stis- 
tains ap additional 1d8 of damage every 
rouind tinil one ot the otter combacants is 
dead ofthe Fight ens 7 
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Spectral Minions 


Spectral minions are the spirits of humans 
cor demihumans who died betore they could 
Fulfil powerful vows or quests. Even in death, 
spectral minions are bound to the vows ot 
quests placed upon them when they were 
alive, Every day, they must relive the events 
leading to their deaths, ying to fulfil their 
‘ows oF quests 

Ourdoots, spectral minions must stay with: 
in 1,000 yards of where they died. Indoors, 
they must stay in the corridor or room where 
they mec death, On very rare occasions where 
the quest was to perform an uct ovet un area, 
they ate free co roan within the aca 

Spectealspinions can only inflice damage if 
ey died holding weapons. Such weapons 
‘becomes a part of them. The weapons and the 
spectral minions disappear forever if the min 
fons! vows or quests are fulfilled or ife spell is 
cast to remove their curse 

Specttal minions appear as they were in life, 
bbuc they are almost transparent. While spec- 
tral minions are haed to tell apart, they seem 
to fall into six general categories: 

Bersetkers: Some agents of evil are driven 
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into a betserking frenzy when they become 
‘minions. This happened in many eases duri 
the Cataclysm, These beings have rebel 
against theit quests and have no hope of ever 
being freed from their charges. 

‘Guardians: ‘These minions wete quested to 
‘guard some passage or object. Usually they 
require cae password ot signal to allow a 
petson to pass safely. Unformnarely, everyone 
‘who knew the password is usually lang since 
clea, Guardians are always honest and good 
spits endeavoring to complete theit assigned 
task, Once the pasword is correctly given, 
they are freed of thet esponsibiltes. 

Philosophers; Philosophers love libraries 
and books and can spend decades studying 
the nuances of a single book, They usually 
stack an intruder only i their honesty is ques- 
tioned. Philosophers can be of any alignment. 
Often they are found in groups of two or more 
‘engaged in heated debates, 

Revelers: These minions revel through the 
bale and places o which they ae ted. They 
ate often found dancing madly of laughing in 
roups while drinking spectral ale. They dine 
gluttonously and play patlor games, ‘Their 
frolicking has a dangerous, hypnotic effect on 
mortals who see them. Often adventurers ate 
drawn into these tevels. ‘These untoreunate 
‘mortals dance uncontrollably, losing Sttengeh 
and will power, and become speeteal minions 
unless someone rescues them. 

‘Searchers: These armed minions of evil 
stalk cheit haumrs, forever searching to fulfill 
their quest. These minions are very danger- 
‘ous, for they will destroy anything thac stands 
bberwecn thei and dheit unreachable goals, 

actions: These groups uf minions are the 
spirits of mortals who were locked in mortal 
combat at the time of death, In all such cases, 
the minion-versus-minion combat produces 
olatng dumage and the net effet san cer 
nal conflict between the groups. Only 
through the intervention of mortals ca the 
tide of the batdle be turned inthe favor of one 
side ofthe other. 














Thano (Walrus Men) 


‘The thanoi ate a biaate blend of the 
fhumen and walrus races. The cleatuscs have 
hhuge, padded feet, stocky arms with fingers 
capable of holding a weapon ot casting @ 
speat, and faces much like walnuses 

Two huge tusks pr from a thanoi's, 
mouth, jutting wickedly downward, The 
beast can use these to attack oF it can use a 
‘weapon, gaining the benefic of ite teemendous 
strength 

A group of thanoi always has a leader, This 
leader is usually the meanest and most aggres- 
sive thanai of the band. ‘Ihe walrus men are a 
vicious race, enjoying the torment of other 
‘reatures; often thanol kil forthe sheet joy of 
it. Their primaty food source is the fish that 
‘ue tapped in the ice-covered lakes on Keewall 
Glavie, They are not above eating cation, 
bear meat, or uy other procein chat fate sends 
in chei ditection 

‘Thanoi are protected by a tough leathery 
skin and a chick layer of fac, They can swim in 
arctic waters without suffeting fiom the cold, 
In fact, thanoi ate immune co all forms of 
cold, both natural and magical, This ni 
nity bas its disndvancages: Thanoi suffer daun- 
age if expored to a environment whose 
temperature is above fieeting. They suffer 
extra damage from heat- and fire-based 
attacks, 

‘Although latge and cumsy-looking, a tha- 
noi can maneuver its bulk sumprisingly well. 
Their clawed feet enable them to maintain a 
‘Rood pace aver ice ot snow. 




















Krynn Oragons 
Background and 
history 


Dragons are the trae children of Krynn, 
embodying the clemencal forces theasclves, 
‘The dragons of Krynn are power incarnate wn) 
know it, They are—or at least they should 
be-=the most fearsome of opponents, capable 
of inspiring awe and fear in all who behold 
them. 

In the ancient days of Huma, the dragons 
were driven ftom the world chat gave them 
bith, Since then, trapped on a far-off plane, 
the dragons of evil have conspited to retuin, 
‘The dragons of good, also exiled, resolved co 
leave the light of Krynn to the childten of the 
ods, 





the Evil Oragons 


Black Oragons. 


Black dragons are typically found in 
swamps or marshes, although they also 
inhabie subterranean lars. Some scholars con- 
jecture that this preference for dark lairs indi- 
cates a sensitivity w light. Over 30 feet long, 
black dragons atcack with sharp claws and 
teeth, They can also spew a stream of deadly 
acid upon their victims. 

Black dragons arc capable of speech, in 
both the secret language of dragons and in 
other languages they find useful, including 
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the language of mapic. A favorite spell of 

black dragons is darkness, which they invati- the Good Sragons 
ably use to cover their movements duting Brass Oragons 


attacks 

Since dhey ate extremely independent and 
obey commands only if it serves their pur- 
poses, black dragons were rately used by the 
Dragon Highlords in direct assault on cities 
during the War of the Lance, These dragons 
tree ore highly vlaed as guatde for aed 
antfacts and spies 

‘This is why the Companions found the 
black dragon Onyx guarding the Disks of Mis- 
hhakal in the ruins of Xak Tsaroth, 


Blue Oracons 


Although blue dragons five in caves, ti 
vahers of their kind, dhey prefer co dwell in 
deserts and arid lands, They are large 
dragons—over 42 feet long. They fight with 
teeth and claws, bur their most deadly attack 
ia their lightning breath, Blue dragons were 
‘wed to overcome fortified fortresses and tow 
‘ers during the War of the Lance, 

Blue dragons ate mote gregarious than 
many of thei cousins. They obey orders and 
«an act and fight together as a cohesive unit 
‘Thus they proved loyal allies of the Dragon 
Highlords. They have their awn language and 
several others, Blue dragons are highly adept 
spell casters 

Kitiara’s blue dragon, Skie. was renowned 
among his kind for his temarkable loyaley to 
his rider. 





Green Oragons 


Notorious even among evil dragons for 
their eruel natures and vicious tempers, green 
dragons are generally found living in wild, 
forested areas, ‘They will obey ordets, bt only 
from leaders whom they respect. A master 
‘who falls low in the esteem of a green dragon 
had best bewate. Over 36 feet long. geen 
dragons attack with teeth and claws and can 
breathe a cloud of poisonous chlorine gas 
‘upon their victims. 

Clever and subtle, green dragons pret w we 
twikety and magic ou an enemy rather chan all- 
‘ut assaule, Por this eason,chey were rarely used 
in major offensive engagements, but often were 
«alled on for mote sinister purposes 

Cyan Bloodbane, a green dragon, was respon. 
sible for breathing nightmares into the ens of 
the Silvanesti king, Lomac’s, These nightmares 
‘caused the tetible transformation ofthe ancient 
elven homeland. It was also known that Cyan 
Bloodbane served the great archmage, Kastia, 
for 2 time following the war 





Red Oragons 


With their flaming breath and exceptional 
intelligences, the ted dragons were the 
favored airborne assault force of the Dragon 
Hiighlotds, The most tetocious and deadly of 
all dragonkind, save only for the Queen her- 
self, red dragons are over 48 fet in length. 

‘Not ustaly inclined to oheying orders, red 
‘dragons enjoy nothing more than setting cities 
ablaze, destroying, and looting. They quickly 
learned how to work together in flights (0 
both attack and defend themscives againse 
thelr enemies, The red dragons were loyal ro 
theit Dark Queen above all things, servi 
fits and te Dragon Highlocds second, Tc was 
the primary responsibility of the red dragons 
to search for Berem Everman, the one person 
‘who could permancntly block the Dark 
Queen's reentry into Kryno, 

Ember, Lord Verminaad’s red dragon, was 
responsible for the dowafall of Pax Tharkas, 
the burning of Solace, and other acts of devas 
tation in the lands of Abanasinia 








White Oracons 


Unusual among dragonkind, theve reptiles 
have not only adapted to cold climates, they 
actually prefes these over warm climes. Small 
in size—only 24 fect long—and not as intelli- 
gent as their cousins, white dragons were used 
mainly as scouts during the War of the Lance, 
‘They were also detailed to defend the Ice 
Wall, « selatively unimportant region in 
southern Ansalon. 

‘White dragons attack with teeth and claws 
and can breathe a cone of frost upon theit 
foes. Because of their low intelligence, few 
‘white dragons can east magical spells 

Sleet was the white dragon who served the 
evil wizard Feal-Thas and helped guard Ice 
‘Wall Castle. 
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‘Brass dragons inhabit arid, sandy regions, 
Only abour 30 feet long, brass dragons ae 
boisterous and loud, with a tendency to self- 
ishaess, Brass dragons’ one great weakness is 

fondaess for small talk, They will con- 
verse about nothing for hous on end and will 
trail along after parties of adventurers just for 
the pleasure of herring themselves talk, 

Brass dragons prefer to accack with claws 
and teeth, but they have wo formidable 
breath weapons they can use ifthe need atses. 
‘Their sleep gas causes victims co slumber 
peacefully during the wildest battle; their fear 
fas sends enemies fleeing in panic. Brass 
dragons speak a wide variety of languages 
(mainly s0 they'll have someane to talk to) 








Bronze Oragons 


Fond of war and fighting, bronze dragons 

are ge, sear 42 fet in eng, They peer 
‘neat lage bodies of water, uch a lakes 

roses, they ate extremely intrested inthe 
affairs of mankind, In ancient times, it was 
believed chat they often took the form of 
domestic animals simply to observe men, 

‘Bronze dragons attack with teeth and claws ot 
either of two breath weapons—a bole of light- 
fing oF repulsion gas lod to keep vitims ata 
distance, They speak a varery of languages. 

‘The bronze dragon Khirsah, who later 
became known a5 "Tasslehoffs Dragon.” is 
the only dragon ever known to allow a dwarf 
ora kender to ride upon his back, (Tis often 
claims that Khiesah has accompanied him on 
certain adventures following the wat. If so, 
that would certainly be remackable for the 
usually setious-minded dragons.) 











Copper dragons 


Copper dragons make their homes in rocky, 
mountainous regions. Although. basicaly 
good in nature, they ate extremely fond of 
‘wealth and almost always ask" whats init for 
sme?” when invited to aid others, Thiny-six 
feet in length, copper dragons arcack with 
teeth and claws or theie two breath weapons 
acid and « slow gas, They speak a vatily of 
languages. 


Gold Oragons 


‘The most majestic (in their minds at least) of 
the dragons, gold dragons ae aver 30 fet long 
“They an dwell in any climate, bur ther las are 





dragons 
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‘hey hr ig © poem enets 
wve the ability to, 
and can appear in the guise of humans or ani- 
‘mals, This they do ay ay te believing it 
‘demeaning to take on 

Gad dtapces stmckwith ter znd awe 
with their breath weapons. They can breath 
fire or chlorine gas upon theit victims. Gold 
dragons are also extremely skilled in magic— 
even the very young ones. Highly intelligent, 
gold dragons tarly make use of spell books. 

Pyrite, the most ancient gold dragon living 
upon. Krynn, was the companion of the 
«cnowned wizard, Fizban the Fabulous. 


Silver Oragons 


Certainly the dragons most beloved by 
maokindatethe ever dragons. Theve dagoos 
mingled the most with the races of Kryno. 
Forty-eight feet long, silver dragons can poly- 
‘morph into human of elven form. Unlike gold 
ragons, silver dragons sometimes seem 10 

refer this form to their own, 
Being around urns and elves and helping 
them if they can. Silver dragons attack with 
claws and teeth or use either of two breath 
‘weapons—a cone of frost or a cone of paralyz~ 
ig ga. Tey peak many languages, Ducusi- 

ally prefec human or elven tongues. Silver 
dragons are excellent magic-wsers. 

‘The most famous of the silver dragons is 
Dargent, who met the Companions in. the 
form of the Kagonest cif maid Silvare. Sister 
te the alr dgon who fella love wah 
‘Huma, Dargent was also destined ro fall in 
love with a moral. Gilchanas, «lord of the 
Qualinesti elves. Their love afaie was a teagi 
one, however, fo Gilehanas could never bring 
himself ro accept Dargent’s true form, 


‘the Gods as Oragons 


‘Takhisis, Queen of Sankness 

Although ‘lakhisis can take any form from 
that ofthe most beaurifil and alluring of wom- 
en to the powerful and loathsome Dark Wastor, 
het favorite form that ofthe five-headed chto- 
‘matic dragon. In this form, she is over 60 feet 
Jong and has five heads. Each head has 2 differ. 
enc color (white, green, blue, ted, and black, as 
wells 2 different power and personaly. 

Stee cam attack with all five heads ar once, as 
cach head tas its own breath weapon—fiost, 
poison gas, lightning, flame, and ace, axud- 
ing to the color of the head. Each head is abo 
capable of cating its own magical spells, regard- 
less of what the other heads are doing. 

‘Confined to the Abyss by the bravery and 


‘names among the different races of the world 
(one of his best-known incamations is Fizban 
i Plo) Tals diego Penne 
truly impresive, (The sane cae be said, 
‘unfortunately, for Fizban,) Over 72 fect long, 
‘the Platinum Dragon can attack with «eth 
and claws or with one of his breath weapons. 
‘These include a blast of cold that can freeze 
any victims, cloud of vapor that cures victims 
into gaseous form, of a sonic vibration that 
disincegrates solid rock. 

Paladine is highly ckilled in magic and can 
also cast cletical spells. Paladine’s favorite 
form is that of the befuddled old wizard, Fiz- 
ban (oftimes sen with his senile gold dragon 
‘companion, Pyrite) 

























The World that Was 
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“Their world was folly and ouss the price, 
but oh how beighly shines 
the glory of their folly, 
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tales of Long ago 
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‘Astinus of Palanchus, the renowned histo- 
tian, has worked for centuries to chronicle and 
order the history of Krynn, His set of scrolls, 
the Iconochronos, is certainly the definitive 
work on the topic almost all other histories 
are drawn from the Iconochronos. 

The scrolls now fill a huge library, and the 
Lorekeeper continually adds to their aurber. 
Cine sro, longer than the rest and still wan 
ished, depicts the history of Keyna 38 acontin- 
ually unfolding series of events along a 
timeline. Much of this line s tecorded in pic- 
tutes of exquisite beaury and derail, The ori- 
gin. of the artwork is shrouded. in mystery 
alchough the accompanying text is certainly 
the work of Astinus, 

A reader of this scroll quickly notes thar 
Astinus las divided the history of his world 
lnto five ages: dhe Age of Dreams, the Age of 
Light, the Age of Might, the Age of Darkness, 
and the Age of Dragons. 

‘The lattet ewo arc of most concern wo the 
modern reader, as they include the history of 
Karyna following the Cataclysm—the AC (Ale 
Cataclius) petiod, The prior ages lead into the 
mists of antiquity, and are recorded as the PC 
(Pre-Catachius) years, Exact dating in the PC 
petiod is difficult, whereas AC history is docu- 
‘enced with great reliability. 








the ages of Krynn 

ye ea Boe 
ean ny Saas go bar oege ad 
Tatuds of te Age of Lehr tat flied 
‘These ballads were compiled on the Lifescrol 
of Song by the Silvanesti bard, Quevalin Soth, 
peek pee on pees 
near the end of the Age of Light, and ir is from 
this work chat our knowledge of the Age of 
Deum bdatrel, 

‘The Age of Light was a period of peace and 
learning, ducing which che elven culture of 
Silvanesti shone as a beacon of civilization 
throughout the world. The history of the Age 
of Light was chronicled in the songs and an- 
work of the elves. Thus, the members of that 
long-lived ace have provided beautiful and 
fanciful, if not entirely accurate, records of the 
a 

‘The Age of Might signaled the tise of 
Inimanity 0. Keyas.- Hutans wpevad across 
the world, bringing their frantic energy and 
porhetsibern e Seewipoenyry dag 
Te inkistion oft Age of Might el 9 
the raleroip of Kahay ab in nat: eae 
who first otdeted the keeping of a chronicle. 
Sctibes carved his deeds upon plates of gold 
tod sve axing them nrg a hd oe 
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sury. During this period, the young Astinus 
journeyed from the Library at Palanthus to 
Istar and spent three decades enpying these 
places onto scrolls for transport to the Fibrary 

‘The Age of Might lasted for many centu- 
sics, Fully, che energy and arrogance of man 
resulted in the Cataclysm. In a single hour, 
the world of Keyan passed fiom the Age of 
Might into the Age of Daskuess. As Palanchus 
‘was onc of the few cities spared by the Cata- 
clysm, the recording of history. continued 
uninterrupted, The black years of the Age of 
Darkness are described thoroughly, and make 
for very grim reading 

Finally, che atival ofthe Queen of Darkness 
through the gate she had parilly opened 
from the Abys: allowed her minions, the evil 
dragons, to return to the world, Gradually, a8 
the world fell under the eign of Darkness, the 
shadow of the Queen's monstrous evil began 
to spread across the lands.Thus began the 
newest age, which is still in its infaney-—the 
‘Age of Dragons, 




















astinus'’s Scroll: the River of time 
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‘the age of Oreams 


The events of the Age of Dreams are not dated 
to.a specific year, ot even cencury It is proba. 
ble that the measuring of time dozing this 
period occurred ara scale incomprehensible ro 
man, 

—Astinus 


The Gods Awaken: From switling chaos 
‘emerge dhe gods, Taking realms of chaos unto 
themselves, they establish the Balance, Chaos 
slows and is subdued by dhe uiunvitwe of 
Good, Evil, and Newality, 

‘The Stas are Born: The universe is forged 
fiom chaos Spaafy fom the anvil, eat, 
stars in the sky, Worlds are wroughe by the 
hhammet strokes and let o cool. The spitis of 
the racee dance among the scars 

The All Sainte War Begins: The chtce 
realms of the gods vie for contol of the sent 
‘ent spits. The gods of good prets co give the 
spitits power in physical worlds, aurturing 
them toward the geeater good. The evil gode 
site to subjugate the sprit as servile bet 
‘The gods of nentrality wish to free the sp 
to their own desires. 

End of the AU-Saints War: The war ends 
with an alliance between the good and nentral 
ods, in which the spitits gain power in the 
Dhiysical world, yer retain the freedom to 
choose good or evil. 

Keyan is Populated: Guuomes, elves, ores, 
dragons, and humans ate given the world of 
Keynn as their domain. The tas quickly 
sptead actoss the world, claiming regions as 
their own, The other races foree the humans 
into small, desolate cornets of ehe world, and 
then ignore them 


‘the ace of Licht 

circa 4000PC Rise of the House of Silvanos 
"The first Synchal-Dlish (Counit of the 
High Oncs) is formed by Silvanos, on 
the hill called Sol-Fallan. "The many 
households ofthe clves swear allegiance 
to each other through Silvanos. Balif, 
the general, becomes Silvanos's lieu 
tenant. Now united, the elves look to 
the menace of dragons encroaching 
‘nto eastern Silvanesti, 

Birth of the Gnomes: Reon, who 

forged the world, becomes displeased 
‘with a group of his human worshipers. 
He turns them into gnomes, 

















itea 3500. Gteysrone Created: Magic is 
‘unknown upon Krynn. Reore, the god 
of the forge, cteates the Greystone of 
Gargath. Inivis concentrated the magi- 





cal essences of the grey moon, Lunitae 
Elves Triumph: The dragons are driv- 
‘en from Silvanesti. Elven clans again 
swear allegiance to the house of 
Silvanos. The Kingdom of Silvanest is 
Accreed. Lands are granted immedi- 
ately to the major families of the 
Synthal-Blish. A cenical government 
‘overlooks independent states, 





tea 3100 Greystone Released: The goomes 

ull che Gteygem from the skies, and it 

Frou rom te face of Ken, lennon 

disruption and chaos in its wake 

‘Through the gem, magic is brought ro 

the world, Some gnomes are changed 

by the gem, cteating the kender and 
dwarven aces, 


citca 2800 Kal-Thax Closed: The region of 
‘Ansalon inhabited by che dwarves ie 
sealed against all inteusion, Rumors of 
dark hortor emerge ftom the land, bue 
‘messengers ate forbidden entry. 


Second Dragon War of Silvanesti 
Begins; Dragons. again strike. south- 
‘ward from centeal Ansalon, this time 
aided by potent magic. The elves rally 
sand test Elves from the western prov: 
inces save the capital from destruction, 
forcing the dragons onto the defensive 

Construction of Thorbardin Begins: 
‘The dwarves of Kal-Thax commence 
the building of chcie mighty foreress as 
a defense against che world 


Second Drigon War Ends: The elves 
‘of the west drive the dragons from 
Silvanest, and are held as hetoes of che 
land, Humans join io the war to banizh 
dragons from the face of Kryon, A 
mighty hero, Huma of the Lance, dis 

8 the Dragonlance and uses it wo 
dive the dragons (0 a negative plane, 
where they are ordered to sleep for the 
rest of eternity, 


‘Thorbardia Completed: ‘The dwarves 
withdraw ioto their fortess, turning 
tdeir backs upon the rest of the world. 

Rise of Eyoth: The humans of 
[Brgoth exert thei influence beyond the 
borders of dhcit lid. Eryoth expands 
rapidly co the east and south. 


Death of Silvanos: The venerable 
leader of the elven nation dice and is 
buried in the Crystal Tomb. His son, 
Sithel, assumes the leadership of 
Silvanést,Sichel orders conseeuction of 
2 tower ia honor of his father, to be 
called the Palace of Quinat 





2692 


1645 





2600 


2515 
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‘The Age of Might 


2500 to 2200 Exgoch Dominant: The 
‘expanding nation of Ergoth teaches the 
tetthom border of THorbardin tts 
south, Skirmishes between dwarves and 
men evenly lead oan uneasy tice 
‘The humans alzo expand exstward and 
‘establish outposts on the edge of the 
Silvanesti forest, ‘The western elves 
begin to «rade with humans; some elves 
sand humans intermarry, 


Siehas and Kith-Kapan Born: Twin 
sons ate bora (0 Sithel. Sithas is bora 
minutes hefore Kith-Kanaa, 


Sithel Slain: Sithel leads hunting 
expedition into the western reaches of 
Silvanesti, His party acidentaly meets 
a human hunting party that i stalking 
prey. The elf isconcealed by thick brush 
and a human hunter shoots him by 
mistake, The Kiuslayer War begins 


2192 to 2140 Kinslayer Wut: The elves 
attempt to dive the human ouwposts 
from Silvanesti, while the humans 
defend fiercely, ‘Many more humans 
auive to aid heir side inthe war. The 
elves who mastied into human society 
ate forced to fight agains their human 
Kinin yar of grea savage. 

Kith-Kanan skillfully leads the weet 
‘em elves in war, while Sithas solidifies 
his hold upon the the throne. The war 
finally ends wich a truce. 


2140 to 2100. Sundering of Silvanest: ‘the 
‘western elves are again the hemes ofthe 
Jand, They. however, are ashamed of 
the bloodshed wrought by the Kinslay- 
et War. The philosophies of the westeta 
clvey have strayed from the rigidly 
structured vider determined by the 
high elven caste system. With theit 
atm sell intace, the western elves sue 
for freedom of self-determination. 

Exgoth/‘Thorbardin Clash: A series 
of disputes over borders and mineral 
claims leads to renewed skitmishing 
between dwarves and humans. The 
threat of all-oue war looms, 


Swordtheath Scroll Signed: A pact of 
peace is signed by the emperor of 
Ergoth, the elves of Silvanesti, and the 
dwarves of Thorbardin. ‘The Sword. 
sheath Scroll solves the mose pressing 
problems of the age 
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Astinus’s Scroll: The River of Time 
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‘The elves of westem Silvanesti are 
‘granted a huge tract of enchanted wood 
land north of Thorbardin, where they ean 
live 28 they wish. This land, called 
‘Qualinest, aso serves as a buffer berween 
the dwarves of Thorbardin and the 
humans of Ergoth. Etgoth agrees to stop 
‘mining the Kharolis Mountains, and the 
dwarves agree to relax trading restrictions 
between their peoples and the Inumans. 
All hostilities cease, 

203010 2030 The Great March: The elves of 
westein Silvanesti, under their leader 
Kith-Kanan, migrate to Qualinesti and 
begin to colonize their homeland, 

. Kith- 


races erect the fortress of Pax Thatkas as a 
monument to their lasting peace. Ergoth 
pases 4 succession of emperors 
‘of the Quevalin line, the majority of 
‘whom rule with just and benign hands. 

1400 to 1250. Rebellions in the East: Grade 
wally the Frgothian rulers begin to 
abuse and exploit thei subjects. After 
much repression and heavy taxation, 
the provinces in the caster comer of 
the empire begin to revolt, These wats 
are usually bref, but very violent. The 
‘emperuis ate forced to use their troops 
reyululy, and each rebellion is larger 
than the last one, 


Vines Solamous Commands Imperial 
Guard: This skilled commander, who 
thas been instrumental in crushing sev 
cral rebellions, is appointed to the 
hrighese military postin che empire, 

Great Riving in Vingaard: The largest 
rebellion yet shakes the plains of V. 
‘gard and Solanthus. Solammus march- 
fe east with a huge army to once again 
crush the rebellion 


Yearof Waring: Solamnus studies the 
grievances of the eastern peoples. 
determined to end the rebellion wich- 
cout a massacre, Gradually he comes 1 
realize that the empire has incited the 
rebellions through vile and repressive 
treatment of its citizens. Solamnus, 
saxd_most of his army, join the sebel 
cause at the end of the yea. 
1249 @ 1242 Union of the Plains Serer: The 
‘ations of eastem Ergoth rally to Solam- 
‘nus, achieving quasi independence, 





1202 


1251 





1250 


‘Patiently, Solammus trains 2 mighty army. 
Fallof Ergoth: Solamnusand his amy 
‘march west. The general outntancuvets 
the Ergochian army and layssicge vo the 
capital. Solamnus accepts the emper- 
or's surrender in the spring of 1240. 

‘The surrender terms require the 
‘emperor to grant cach of his subject 
sates the right of self determination. 
‘Although the nations of Ergoth remain 
loyal to the crown, outlying stares 
become independent or join the new 
nation of Solamni 

Solamaus assures the elves and 
dwarves that he will abide by the terms 
of the Swordsheuth Scroll 
‘Knights of Solamnia Formed: An ontet 
of knights, dedicated ro the exuses of 
goodness and freedom, is formed by 
‘Vinas Solamnus. Solamaia prosper 3 
the states of Palanthus, Lemish, and 
(Caergoth jin the new nation voluntaily 


1100 t0 800 Foundation of Ixcar: ‘The wsibes 
of far castem Ansalo, until now a 
bickering collection of butbatians, 
‘gradually unite. The Council of Istar 
‘stublises a unified government. tar 
‘eps oe with Solari. 

Solamaia sa: The dynast 
Seek by Vines lms o tossed 
by his descendants. Ergoth depends on 
‘Solamaia for protection and trade 

160 star and Silyanesti Clash: A 

series of border skitmishes berween the 

expanding Isarian nation and Silvanes- 
ti again threaten the elven homeland 

‘With the aid of Solamnia, the elves 

Iscar to add its signature to 
the Swordsheath Scrol 


700 to 600 Ogre Wars: Pillaging armies of 
‘ogres emerge from the Khalkhist 
Mountains of central Ansalon, raiding 
actoss the plains of Solamnia and dhe 
fertile fields of Isax. Solammuia and star 
unite, evencually driving the ogtes back 
into the mountains. 

(600 tw 280 Union of Solamnia/tstar Solidi- 
Fred: The two great burtan nations grow 
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12s 














280. First Kingpriest Declared: The capiral 
city of statis proclaimed the center of 
the world. The anointment of the first 
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Kingprics solidifies the bond berween 
the military might of Solamnia and the 
spiritual guidance of star, 

260. Conseruction of the Temple of the 
Kingpricst Commences: The finest 
artisans of Keynn are brought to lstar to 
build a temple that will proclaim to the 
‘world and the gods alike the glory of 
the nation of Istar, 

212 Temple Completed: Widely proclaimed 
2 the finest example of archiecrare eve, 
the temple is blessed by the Kingpriest, 
who immediately takes up residence 


250 ¢0 100 Elves Shun Other Races: Increas- 
ingly disgusted by the frantic pace of 
‘human life and the anogame of ma 
about his own accomplishments, the 
Silvanesti elves withdraw into theie for 
tors, They bar commerce with the outside 
woikd, and visiwors are prohibited from 
‘emesing. 


118 Proclamation of Manifest Virtue: The 
Kingpricst declares that evil upon 
Keyna is an affront to the existence of 
the gods and men. A rigidly defined set 
cof evil acts ae listed; those found guilty 
‘of committing any of these acts are t0 
be put co death. Clerics of good, 
appointed by the Kingpetest, journey 
throughout Krynn, seeking to find and 
report any evil sts or individuals 

94 Extermination af Rvil Races Sanctioned: 
‘The Kingpriest, not satisfied with the 
Proclamation of Manifest Virtue. adds 
4 clause stating that certain races— 
goblins, ogres. exc. —are inherently evil 
and must be exterminated. High boun 
tes are offered, and bounty hunters 
immediately set about w inate 
these creatures, 


{80-20 Rise of Clerical Power: With the full, 
approval of the Kingpries, Istarian life 
falls inereasingly under the influence of 
the clergy. Clerical approval is required 
for manage, busines cont, and 
mili tions. 

The ie of the clei accompanied 
by a corresponding loss of magic-uset 
influence, Hounded as an unrepentant 
‘source of evil, mages are driven farther 
and farther underground 


& Edict of Thought Control: The Kingptiest 
‘scers thar evil thoughts constitute evil 
acs, and declares that his clerics are 10 
‘employ ESP spells in an increased effort 
10 tid the world of evi 
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The best part of role playing the 
DRAGONLANCE® saga is in meeting and 
interacting with the people and creatures of 
this fantasy realm. A good DM can make the 
‘NPC characters come alive for his players. To 
help the DM, the following are capsule sum- 
‘maties of various NPCs the player characters 
might meet, plus information co help role 
play them effectively. 


huma, Knight of 
Solamnia 


Huma is a tall, well-built man of approxi- 
mately thirty years, although he looks older. 
He has long, chestnuc brown hair, streaked 
with gray. He wears the traditional long mous 
tache of the knights, aso streaked with gray. 
His eyes are deep brown and appear to be able 
to see man's strengths and weaknesses. 
Hum: ary and sorrowtul, for he has 
Seen the evil in the world and grieves over it 
His rare smiles are warm and cating, 

‘Although only a Knight ofthe Crown (Homa 
did not have the requisite pure blood Tine to 
become a Knight of the Rose), he is a natural 
leader and even higher ranking Knights follow 
him willingly, His men love him and would 
gladly lay down thei lives for him. Huma is 2 
vou Knight and a fachful follower of Pala- 
dine. He isthe sou! of honor and chivalry 

If his spiric is met after his death, the down- 
full of the Kuigliy will grieve Huma deeply, 
though he is wise enough co admit that the 
Knighthood has problems that must be reene~ 
died or ic will be lose forever. His spisic will 
fight beside any truc Knight, particulary if 
that Knight calls upon Paladine co aid him. 





huma (npc) 
(Sth-Level Human Knight of the Crown) 


STR INT WIS DEX CON CHR 
18/96 8 14 161 


THACO: 14 





Ce moe might <hr beside Huma. 


the Silver Oragon 


Huma fell ia love with the Silver Dragon 
‘when che was in the form of a woman. She 
loved the Kaight and prayed to Paladine to 
allow hee to become 4 moral woman so that 
she could remain with Huma. Paladine 
showed them the future. If she remained 4 
dragon, she and Huma would be given the 
<deagoniance and the power of defeating the 
evil dragons. If she became moral woman, 
she and Huma could find happiness for 4 
time, but the evil dragons would remais 
the wotld. She and Huma both chose to fight 
the ei eventhough it meant sttficing thei 
ove, 

‘The spitic of che Silver Dragon might well 
appear with Huma co help a ue Knight bat- 
tle his enemies. Those campaigning wich 
Huma would ceruialy koow het. In woman 
form, sheisextszordinatily beautiful, with sie 
ver hair and silvery grey cyes, In battle, she 
‘weats silver armor chat appears to be made of 
‘eagonscales. The sight of her fills all who see 
hier with awe and reverence, She and Huma 
srg deveed wo ech eter 

ides appearing co any true Knight in 
smoch th te way Hama hepsi of he 
Silver Dragon might fighe at the side of any 
woman bateling the forces of evil 














Magius 

‘A powerful wizard of che Red Robes, 
Mazius way 2 cildhood Gieud of Humw’s, 
‘Thi fticndship was very unusual since most 
Knights disliked and distrusted magic-vsers, 
Tews seo enon bese the ro men were 
ent: Huma was noble and self 
fecificng, mille Magioe eccmed wo be alt 
centered and cynical. In appearance, Magius is 
very hand:ome 30-year-old man, well-buile, 
swith fong blonde hair and a blonde beard and 
‘moustache. His eyes are blue and piercing. He 
is sarcastic and even irreverent, often making. 
jokes about the Knights that they don’t usu. 








jE 


= h 
ally find amusing 


‘Most Knights do not like Magius, believing 
hheshould take himself and life more seriously, 
and chey cannoc understand Huma's affect 
for the mage, Magius does not hesitate tc 
ize Hua and often teases him, eating him 
dlisrespectfully as far as the other Knights are 
coneemed, But the practical Magius is HIuma's 
best counsclor and advisor, bringing the over 
ly romantic Knight back to harsh reality. 

During Huma’s time, wizards were not 
allowed to cary eny weapons other than theit 
magic. A wizard was expected to be protected 
by warriors and to get out of any battle if he 
felt himself becoming weak. 

Because of this stricture, Magius always 
fought side-by-side with Huma, During one 
‘of the battles near the end of the war, how. 
‘ever, the two were separated. Although he 
had 'a chance to escape, Magins stayed and 
fought until his magie gave aut, Having no 
other weapon, the weakened mage was qick. 
ly overwhelmed and captured. Carried back to 
the Dark Queen asa prize, Magius was tortur- 
ed and died after days of torment. The Dark 
‘Queen sent the mage’s battered body back to 
Hama, hoping to demoralize the Knight. 

‘Huma grieved deeply over his friend and 
prayed co Paladin cat Magius'ssurifice be 
semembered, Paladine answesed his prayers 
and, from that day, all wizards have been 
allowed to catty daggets in remembrance of 


Magius. 
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fistandantilus 


‘The appearance of this great, evil wizard 
depends on when the characters meet him. If 
the characters mect him prior to his battle 
‘with Raitlin, he is an extremely fail old man 
‘with wrinkled hands and face and long white 
hair and beard, A. tremendous feeling of 
power and of evil radiates from this od man. 

He rakes an interest in any adventuring par- 
ty, partculanly if there is a young Black Robe 
of Red Robe male magic-user present, Fistan- 
ancilus will either attempt to lute the young 
mage away from his companions or will 





abduct the mage. Once he has the young 

‘mage, Fistandaaciius will attempt co wrest his 
Ie tom hi by wing te Blodianc pen 
lan. 








Astinus of Palanthus 


Ramors ahound that Astinus of Palanthus 
‘ig acmally the god Gilean. Astinus is popu- 
larly known as the Ageless One. for legend has 
it that he has been on Krynn forever. Those 
forcunate enough to receive admittance to the 
Great Library and an audience with Astinus 
find themselves in the presence of a man 
‘whose face is handsome and ageless. The cycs 





speaks politely yet is always somewhat distant. 
TEdocutbed at his stdicy, he ray be annoyed 
atthe interruption. He wll probably continue 
to write even as the player ate calle 
ing to hi. 

‘Astinus is neutral i all things. He generally 
tefuses to give advice; when he is willing to 


offer council, he often restates the obvions, 
Jeating the players draw their own conclusions 
‘Astinus cannot see into the furure. He knows. 
however, everything that is happening in the 
pptesent and everything that has happened in 
the past. Getting him to parc with this infor- 
‘mation, howevet, is a major undercaking, 
since he refuses to do or say anything, that 
‘might affect the future. 





‘When this neutral yod comes to Keyna, icis 
in the form of a huge, black-bearded dwarf 
why has a taste for dwarven drink and a weak 
fess for gambling. The dwadf can drink 
anyone—man of minotaur—under the table. 
Feo ato alee eapee 
ever, Impetuous and quick tempered, 
pet pe 


Reorx—ot Dougan. the name he 
ses in. his dwaef form—will stop whatever 
he’s doing (including fighting) to bet on any- 
thing, from which paw 2 ext will ick next 0 
hich house a dragon is most likely to burn 


Unfortunately, Dougan's luck at cards of 
dice of betting is very bad. He always loses 
whatever money and equipment he has, 
‘Worse, he invariably drags his companions 
{nto touble by offering their money or their 
‘equipment (often without their permission) 
as stakes in his games, ("I'm sorry 1 lost yer 
‘magic sword in that card game, lad, but i was 
2 sare thing!”) 

Since Dougan is a god. there is usually an 
‘ulterior motive to all he does. He docs not 
incerfere in anyone's fice will to make a deci- 
sion, however, He has a special interest in 
dwaives. 1c is rumored that Dougan ison 
Kiyon searching for the Greystone of 


Gatgath. 
‘Sce page 45 for the statistics of Reon! 
Dougan, 


The Kingpriest of Ista 


Few who come into the presence of the 
est ever see what hie wuly looks like. 
Most chatacters of govd alignment feel that 
they ate in ue prescace of someone very beau 
Aiful and uly good. They experience a ere 
‘mendous sense of peace and well-being, The 
thought of leaving this man's presence fils 
them with sadness. They would not think of 
doing or saying anything that might upset or 
Seay olay ood tod Yookasd an 
and bark in his light. 














nce. 

Kender, who hold no one and nothing in 
awe, ee the Kingpriest in his true aspect—a 
smidale-aged, balding human with pale blue 
eyes that have a hunted look ro them. 





NPCs OF LonG ago 











=e 


MISE = 





arack, 
Master of the Games 


‘Arack’s past is unknown. Once a gladiator 
inthe Games when they were teal, Arack now 
runs the fake Games forthe vicarious delight 
of the wealthy of Istar. The dwarf is one of the 
strongest of his race and extremely ugly. A 
Jong sear that runs vertically acros his face 
‘gives him a perpetual scowl that appears espe- 
ally sinister when he is smiling. 

‘tack has cwo major interests: money and 
the Gunes. He isa born showman and knows 
‘oxactly what will please an wudicuce. He takes 
reat pride in his Games and works extcenely 
hard to make them a success. He ites dhe best 
trainers in all arcasof fighting and takes excel- 
lene care of his athletes, despite the fact thae 
they ate slaves, No slave is ever toured. They 
are well fed and their quarters arc comfortable 
if not huxusious 

Bur Arack is a politcal realist. He knows 
that the Games have become a means of set 
ting accounts among the wealthy and he sees 
no feason why he shouldn't make a profit out 
of it. Large sums of money are wagered on the 
athletes and the nobleman who owns 2 
lar fighter generally makes a considerable for. 
tune 

‘The only person Arack is ely loyal to (and 
will not betray) is his bodyguard, Raag the 
ete. 






























Steeltoe, 
the half-Ogre Bandit 


The product of a loathsome alliance 
between an ogre and a wretched human wom- 
‘an, Stecltoe was abandoned by his mother at 
birth. A nobleman of Solamnia found the 
‘child, took pity on him, and gave him a 
home. The halfogre proved unusually intellic 
gent. The nobleman provided for his educa 
tion and made Steeltoe master of his estates 
when the half-ogre reached maturity Steeline 
repaid his master’s kindness by murdering the 
‘nobleman and stealing his money. 

‘Crimes of this sort were not unusual in the 
biter days following the Cataclysm. The hal 
‘gic excaped easily into he wildemess of 
Solamaia, gathering asound hin uiher men 

outside the law. Because of his educa 
, Steclioe found i easy wo atract many 
disillusioned young men, particulatly ceviled 
Koights of Solamaia, who otherwise would 
have had nothing to do with bandits, Stceltoe 
is a clever speech maker, continually remind- 
ing his men that che wotld owes them a living 
tnd i is their right to cake what they want, 

‘The half-ogte is about seven feet tll, pow 
cerfully built, wih a steel peg leg in place of hie 
missing lower left leg (lost in a battle with a 
Briffoo). Attached atthe knee, the peg leg has 
4 round toe and is a formidable weapon 

The half-ogre is killed in wrestling tech- 
niques and swordsmanship. He is rutth. 
looking man with a yellowish cast to his 
‘complexion and a large, flat nose. He appears 
human in all other aspects, 
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In the carly days of Krynn, magic was & 
powerful force and many Fabulous items were 
crafted. Buc those days were short lived, for 
near the end of the Age of Might, magic came 
under the displeasure of che church of Istar 
and was pertecuted relentlestly, Many of the 
centers for magical research were sealed or 
destroyed and wizards disappeared from the 
general knowledge of men, With them went 
their wondrous devices 

‘We list here many of those items for your 
consideration, aswell a few items that come 
from the Age of Dragons. This is but a sam- 
pling of the magical items thar can be found 
fon Krynn, Many magical irems on Kryon also 
exist in other planes of existence, but the 
devices described here are unique w Kiynn, 


Scrolls 


Scroll of the 
Stellar Path 


‘A powerful magic on the scroll ofthe Stellar 
Path confers the favor of the gods of magic 
‘upon the user, Since the magical powets of the 
wizards of Keynn wax and wane depending 
‘upon the position of the moons in the sky, 
only rearrangement of te cosiies exn. biog 
sudditional powet w a wieand during a time of 
disadvantage, This isthe purpose ofthis pow= 






cul scroll, 
arsine esol ee ean ae Et 
whan sorderappear at ie: mose advantageous 
position i 66 of that moon's 
Sy al 
Me the moon’ in. eae 





ut its caclvat eu 

a acca coe = vl 
on anal locations 

Potions Nee i 


Istar’s ruth 
‘This is a potion used in the courts of Istar to 


ascertain the trath in matters brought before 
the Kingpricst or his appointed ministers. 





1 












Rods, Staves, 
and Wands 


Staff Of StRIKING/CURING 


‘Common among the clerics of the Age of 
Might, these devices were most often used as 
both protection for the cleric on journeys and 
ag. means of furthering the will oftheir dei- 
ties. 


inate staf 
“with the fol- 
atarate 
ae when in mane toa 


_suriking, it sutikes as a +3 
oc 
a change, Ie 


“sick 
ght suf of ai the staf aii two 

for each cute, It ean only perform this 
Focinainse ipa alietary ead 
and no more than once per day on a given 


Onviner of Life 


Ofeen valle x batow, the diviner of ie was 
used during the Age of Might by commanders 
who wished to determine the general condi- 
tion of their troops. After first finding his 
ttoop's top condition during a long rest, the 
general could get « good view of his etoop's 
degree of readiness by refering to thie baton. 
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Crystals and Gems 


Brooch of Imog 

This traditional reward is given to mages 
who serve the elven realms, Ie can grant the 
blessing of magical protection to che owner. 
None lave been forged since: the Cataclysm, 


‘the Medallion of faith 


Since the stuen ofthe pos during the War of 
the Lance, all true clerics have received medal- 
lions offic xs outwasd signs of theis inet oxen 
mitment. These medallions can create other 
medallions of fuith fo clties who profes faith in 
the true gods, (The new medallion bears the 
symbol of the new cler's god, of the 
symbol on the original medallion 

‘The medallions of faith have n0 powers 
other than creating mote medallions. All clet- 
ies of the true gods wear their medallions tall 
dees, 


Miscellaneous 
Magic 


flute of Wind dancing 


Constructed by sirens in the depths of the 
sea, these flutes wete given long ago to 
favored mariness who had performed some 
‘great service forthe titen kingdoms below the 
Seas, Moch prized, the flutes often found 
their way into the royal courts ofthe land 












Glasses Of ARcanist 

‘These magical lenses are set in solid plati- 
‘num frames. The frames are so narrow that 
the glasses will only fit on a kendct or an elf. 

‘The Glasses of Arcanist were designed by 
the mage Arcanist sevetal centuries before the 
‘Cataclysm. The glasses enable their weater to 
‘ead all writings, rendering a perfect transla. 
tion of any topic in any . Magic 
Sant pal bods oa abe Bernd ng 
these glasses 

‘The glasses do not enable a.non-spell ester 
{0 cast spells. However, they do enable a low- 
level caster to east higher level spells from 
serolls with no chance of failure. 


Golden Circlet 

‘The citclets were created in Istar 
toward the end of the Age of Might. They 
wwere designed to guide the people inco aiding 
the church. Their use, however, ended more 
toward slavery than service. Even 29, they 
could only he ised by one of good desires and 
so their abuse was comewhar limited. Many of 
these survived the Cataclysm though they are 
guarded most carefully. 
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Keys of Quinarost 


Created for the royal family of Silvanost, 
these ancient keys provided the only known 
‘way to enter che tower atthe center ofthe city 
Fach of the members of that household had 4 
key. At the time of the Cataclysm, several 
_members of the royal household disappeared 
Theit fates, and those of their keys, are 
‘unknown, 


Singing Statue 

Created during the most powerful daye of 
lucas press, these relics of Mishakal were 
‘often used to protect cemple complexes. Not 
‘only did they open doors that were magically 
locked against unbelievers, but they also had 
addlirional powers to aid the clerics of the 
Healer. 
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‘Wesnet 


‘The webnets are spun by wizards of the 
Dimernesti, As delicate and beautiful hair 
fomaments, they are mort goughe after by 
‘human women on land, but their tue powere 
are known only to wizards, 


| ‘Phis itern it-only useful co a magicaiser, 

‘though any character can wea a a at: 
ieperem oe 

en Worn by & mage who knows the com 
‘webnet ca 


d 
(een lies foe, or directly ava foes I 
nvtanly grows to a 10sfoordiamerer er of 


pra gestpalsnast 
cle, affecting | 12 Hi 
ees f Meares lied ea 
lsough the tangetcd creatures 
pet saving throws vs. spell. 













ARMOR and Shields 





Oragonarmor 

“This armor has been used by che forces of 
the Queen of Darkness throughout the many 
ages of Kaynn, 

Tr consis of 2 padded tunic and leggings 
with a plate mail breastplate and choulder 


plates, Additional plates for the thighs and 
shins are attached separseely. The helm is a 
twospiece affair that protects the back of the 
neck as well as the face, ‘The design allows 
freedom of movernent, protection in combat, 
and warmth while riding dragons ac high alti 
tudes 


- : 
cae 







acim 
00, 





Deagonurmor is eyuivalent xo sale +2 
Addit oh ae ae real ie oad 
tunic and leggings subier 126 points fiom 
ay col-based attacks or damage 





The Plate of Solamnus 


‘There were several Knights whose atmor 
‘was designed specifically for them when the 
Knighthood was formed, These suits were the 
finest in all the land and the deeds of their 
wearers ate legendary, 

Huma had one such suit evea thougl he 
was not accepted asa Knight ofthe Rose, Oth 
cf suits, ineluding the one worn by Vinas 
Solamnus, have disappeared into legend. Folk 
tales about the locations of these suits of 
armor abound throughout Solamnia and 
Ergoth, 

The’ ple OF SéleicStisF ple 
breastplate, shoulder guards, arm fitings, 
leggings, and helm, All are beautifully tooled 
with the markings of all three Solamnic 
orders. The Order of the Rose is prominent on 
the breastplate 


‘Tice sts are’ rare/ aNd Che DM WW advised 
to take great care with them in his campaign. 
Onesticisut could be de goal of prolonged 
quest. 

‘The amor iy equivalent of plate +9. These 
is an important cateh: the user must be of 
‘unbesmirched good alignment to get this full 
benefit, Consule-the character's alignment 


chart 114). Suberact one bonus 
eer ae: 
align: 
uh 


poine 
Ease eee 


liseli kits 





“texsived while weating this amet Teisimpor 
tant to note 1 ; this is not the armor that is 
“worn by Lord Soth, i 





Shield of huma 


Huma is most famed for his use of the origi 
taal _dragontances to banith the Queen of 
LDatkness back to her own domain. His shield, 
however, figures quite prominently in many 
‘of his lesser tales. ie was said that it never 
failed him and that ir often saved his life dur 
ing battles against dragons before the 
dragontance was employed. 

‘The shield appeats to be a medium shield 
carved with intricate symbols of the Knights 
of de Crown, 


Tilia shield is consideted #! mediunn 
‘shield +3/-+5 vs, deagons, lis shielding mag- 
‘cally prorets ts wilder against breath weap- 
‘on attacks 0 thae a successful saving throw 1a. 
breath weapon eauses no damage andia failed 
save results in only half damage. 


Solamnic aRmoR 


‘The uaditional atmior of che Knights of 
Solamnia is granted wa Knight when he frst 
attain the title of Lord. 

‘The armor consists of breastplate, shoulder 
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plating, helmet, and spurs. Each is engraved 
“with the symboli af the Knight's order and, 

the case of Sword and Rose Knights, any 
Knighthoods held previously by the Knight. 








‘Weapons 
Oragonlance 


ces are artifacts frst created at 
the end of the eafly ‘Wats and used to 
defeat the evil dragons. There were 20 surviv- 
ing dragonlances hidden inside che Stone 
Dragon of Ergoth, 10 each ofthe two types. In 
addition, more dragontances were forged for 
the Wat of the Lance, There are two types of 
dragonlances: mounted and footman’s. Each 
type is made of the same silvery metal that 
iives off a healchy silver glow. The head is 
sharpened to a fine edge, and small barbs pro- 
‘aude from the sides, 
How well the lance was shade and under 
what conditions determines how the lance 
erforms in battle. The ideal conditions for 
ging. a lance sequite that it be forged by a 
‘man with the Silver Arm of Ergoch and the 
Hammer of Kharas. Legend says that onl 
lances forged by these two artifacts can 


properly 





footman's Dragonlance 


‘The footman's lance is eight feet long. It 
‘can be cast asa spear with some difficuley it 
is most effective a5 a hand-held weapon. 








Mounted Oragoniance 

‘The mounted lance is 16 feet long and is 
most often wielded while mounted on a 
dragon. It is buttressed by a harness mount 
‘that enables swift wening of the lance around 
igs balance point. The mounted dragontance 
is ineffective on mounts smaller than di 
because of the heaviness of the lance. The 
mounted dragonlance acts 282 normal lace if 
it is not mounted on a dragon. 
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frostreaver 


A frostreaveris a heavy battle axe made out 
of ice. This ice can only be gathered from a 
seetet location on Ieewall Glacier where te 
mendous pressure, exerted for centuries, has 
Eeaed Wt opeoatinay dekh 

The knowledge needed to make a frost 
reaver is held only by the Revered Clerics of 
the Ice Folk—the barbarian tribes competing 
‘with the thanoi for control of Ieewall Glacier, 
‘Uhe blades are formed by using the oil of che 
‘thanoi and other ingredients to hone and fla. 
ten a sheet of the compressed ice. The cleric 
must wotk an entire month to cteate a fiast 
reaver, and even then the chance fora working 
ance is only 33%. 

‘The weakness of the blade is its nature 
since temperatures above freezing cause the 
ice to mele and the axe to become worthless, 
One day of above-frezing temperatures will 
cause u fistreaver 10 become useless ay a 
weapon, In a warm environment, the dexay 
sequires only 1d6 hours, 





Mantooth 


‘This potent sword looks to be an ordinaty 
ong sword. It is also known by the names 
Spelicleaver, Darkstar, and Magefool. Its abil- 
‘ies are primarily ditected at conntering mag- 
ic. Its history is unknown, although it has 
‘been among the Silvanesti elves for ages 
untold. 
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Nightermger 


‘Not just good wizards built weapons. The 
evil ones knew far better the need for a strong, 
anm and exercised that might more quickly 
than their good brethren, 

So ic was that Nighchringer was erated in 
the Tower of Brgoth. It was liere that 
power of the Blick Robe wizard forged many 
evil weapons in dhe days when their kind were 
hhunved by the ehusch,, 

“After the Cataclysm, Nighebringer fell inro 
the possession of Yerminaard, who received it 
from other evil clevies. 








Wyrmssane 

‘An attifact from the third Dragon War, this 
sword was forged during the Age of Might and 
then lost later in that age, When. dragons 
arose after the Caraclysm. the need for this 
potent weapon was great. 





Wyrmslayer 


‘This mighty blade was the weapon of che 
ancient elven heto, Kith-Kanan, Tt vas onged 
in Silvanesti during the second Dragon War 
and remained in the royal house until Kith- 
‘Kanan led his people to Qualinest, He is said 
to have been buried with the sword, 








Special Magical 
Items of Krynn 


Icon of Truth 


‘The icon is a white marble rectangle carved 
into the shape of a book. It is jewel encrusted 
and has a magical aura, The fcon measures 6” 
x4" x1", Iris the book hetd by the god 
Gilean that symbolizes all dhe knowledge of 
the gous. 








Orb of Oragonkind 


‘Three of these powerful anfuets are known 
to exist upon Kiyo, They contain the 
genes of evil dragons andl are magical tems 
of vast and dangerous power, 

‘The Orbs of Dragonkind (also called 
Dragon Orbs) ate fragile, etched crystal globes 
that ate 20 inches in diameter when in use, 
‘When aot in use, the orbs shrink co 10 inches 
in diametet. They expand if the command 
words, carved into the surlaces of the orb, are 
spoken, 

"The otbe wete employed long before che 
ataclysm for the purpose of destroying evil 
dragans-—according to the legends, at leas. 
‘These legencls are common throughout the 
civilized lands of Keyan, What is not known, 
unless chatacters have learned by experience, 
is thatthe orbs’ actual purpose isto summon 
evil dragons. Powerful mages of old would 
summon the ‘with the orbs, and then 
esuoy dein with powerful magi 
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dwarves in recognition of his deeds on their 
behalf. 


‘The Hammer of Kharas is needed to prop- 
ely forge dragonlances. 





Silver ARM of ERGoth 


The Sifves Asm of Eqgoch was created by the 
good dragons, men, elves, and dwarves dur- 
ing th Fe Dragan Wa vas sed cea 


dragoalances, and was used again 
ing che recent war against the Dragon 
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Staff of Magius 

Magius was 2 wizard of legend who aided 
Huma in his quests. His staff was ome of the 
most revered artifacts, not for its powers, buc 
in honor of the mage who used it, Indeed, 
compared to other devices, it seems to be of 
Tittle use, But matty have suspected that there 
was more magic to the staff can met thee 

In later years, the staff was given wo Raistlin 
Majere a the completion of his tests, Whether 
itportended the power that he would attain or 
the teagedy that would befall him matrers lit- 
tle now. The staff remains sealed the Tower of 
High Sorcery in Palanthus—entombed_in 
Raistlin's laboratory asa monument to his fol- 
|y, Certain reports of Raistlin’s nephew, how- 
‘ever, seem tot indicate that the staff is tree 
again in the world, 








the Oagger of Magius 


Raistlin Majere purchaced che dagger from 
the Tower of High Sorcery, giving ia exchange 
valuable magical ixem he found in his eatly 
days of mercenary service. He cared the dag- 
get on his right forearm by means of a cun- 
‘ingly designed leather thong of his own 
raking, This allowed the dagger co slip inta 






hishand with a simple movement of his wrist 

Six inches long, this silver dagger is carved 
fn the shape of a dragon with the tail as the 
blade. Iris slender and lightweight and can 
‘easly be hidden upon the person ofthe mage. 





Bupu's Emerald 


‘This emerald was given ro Raistlin by the 
gully dwarf, Bupu, in the ruins of Xak 
‘Travouh, Whether o: uot the emerald hud any 
magical properties before Raisin acquited ic 
is unknown, Following the archmage's death, 
however, a legend sprang up thatthe emerald 
appeared in the pocket ofa gully dwarf about 
to be killed by draconians. ‘The gully dwarf 
‘gave the emerald to the draconians in an effort 
to purchase his life, The emerald killed the 
<draconians and the gully dwarf escaped, 

Bapu's emer canbe used oly by gully 
dwarf, gnome, of kendet. When used as a 
defense in a life-threatening situation, it 
auses the attacker Co be instantly overcome by 
its heauty to the exchision of all else. The 
emerald kills the attacker on conract. Ir ean be 
tettieved by its original owner. 

In the hands of those of any other race, the 
emerald has only the standard value of that 
‘ype of gem on Krynn, 








‘he Bloodstone 
of fistandantilus 


“This powerful gem came into Raistln’s pos- 
session afer e defeated the evil into 
mortal contest. 

‘A powerful arifarr from the early days of 
‘magic, the bloodstone is of evil alignment. 
About three inches in diametc, itis a green 
gem flecked with red, Ie is et ina plain silver 
setting and worn about the neck on a silver 
chain, Icean be used ro cure wounds inflicted 
upon dhe body by weapons (but it would have 
ty effec on poison damage, for instance). 

Tes primary use, however, sto suck the life 
out of a victim and transfer that life fore to 
the welder ofthe gem, extending the life of 
the wizard. Ie alo prosides him with all che 
wisdom, memories, etc. of the person whose 
life he takes, While this can he beneficial (giv- 
jing the wizard additional knowledge), it can 
also cause confusion and disorientation unless 
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Oevice of 


time Journeying 


Made duting the Age of Dreams, this 
device was given to Catsmon by Par: 

DMé should be aware thac the device will have 
different properties depending upon when 
the player character encounter it. Originally, 
the device's use was restricted to the major 
races—humans, elves, and ogtes—since all 
other races are prohihited from traveling in 
time, twas also originally designed to be vsed. 
by one person only. 

This jeweled scepter can fold down into a 
nondescriptlooking pendant. Since the 
device was essential roche rerum of the person 
using it, it had several safeguards. Anyone 
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attempting to steal it(even a kendet) immedi- 
ately feels a strong revulsion to it and puts it 
back instantly. Iflost, the device makes its way 
back to its owner through whatever means 
necessary. 

‘An example of this occurred in the novels 
when Tsslehoff gave the device wo Rasta in 
the dwarven prison and was then discovered in 
ppossestion of the device once mote. It auto- 
‘matically returned to the kender. No force 
exists that can keep this artifact from finding 
Howe : : 

‘The properties of the device changed some- 
eth Calta ihe Cah Wars cs 
ie history of Krynn whose inventions 
worked—altered it, From that point on, the 
device transported mote than one perton and 
it also transported those of the minor races— 
ender, gnomes, and dwarves, 

‘The corteet version of the chant and instrue- 
tions goes as follows: Holding the pendant in 
your hand, repeat the first verse, marning the 
face up toward you, Atthe second verse, move 
the face plate from the right ro the left, At the 
recitation. of the third verse, the back plate 
drops to form ewo spheres connected by rods, 
‘Ac the fourth verse, ewist the top clockwise— 
a chain will drop down. ‘The fifth verse warns 
‘wake certain the chain iy clea of the mech- 
anism. As the sixth verse instructs, hold the 
device by cach sphere and, while reciting the 
seventh vets, rotate them forward , The chain 
will wind ise into the body. Hold the device 
over your head, repeating the final verse, and 
summon a cleat vision of where you want to go 
and what time period you want to be there, 


Thy time is thy own, 
Though across it you travel, 

Its expanses you see, 

Whitling across forever, 

Obstrace not its flow 

Grasp firmly the end and the beginning, 
‘Turn them forward upon themselves. 

All that is loose shall be secure, 

Destiny be over your own head. 








oi ‘ 
ested time (th ‘ie DM) 

feelpuehieatoae ene oi 
Ur ly for the players, they cannot 
bavi bok a ‘Moving tothe lation of 
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sac Bl id a long dio} faa 
sround). Moving to a cerain time in history 
‘an befun until you ma middle 
of an atena. Use this litle loophole to get your 





Salamar's Bracelet 
Of Magic Resistance 


‘An ancient atifact kept in the Tower of 
High Soicety in Palandias, dhe braccler was 
given o Tanis by Dalamac to protecc him from 
the magic of the death knight, Lord Soth. 


dalamar’s Ring 
of heating 





ot magic-users and 
ht hand, fecan ny 
ete a 6 poines of ¢ cae 
eatin aan Et 
ciently to prevent death (it bicgs 

i golat) Ii actate ee 
the ring cannot be used again by 
at SIS 












Oalamar’s Wand 
of lightning 


‘Though theve have heen many wands of 
lighrning, this parcewlar wand cartes is own 
curse. Because the wand was used by Dalamar 
to kill Kitiar, the dead Dragon Highlord 
tunceasingly hunts for the wand and is current 
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Tasslehoff's 
Magic Mouse Ring 





is ting is made of white ivory with two 
red jewels that resemble the eyes of a mouse 
Magical rings of this type are. generally 
designed by apprentice wizards learning how 
(o create magical objects, Thus they are rela 
tively common (atleast among mages) and of 
lice practical value. 

Undoubtedly designed by some appientice 
in order to help him escape observation (and 
possibly eavesdrop. on conversations), the 
magic is activated by placing the ring on the 
finget. The weater instantly becomes a white 
‘mouse. In ofder to return to his proper shape, 
the wearer merely wills i 50. 


the Nightjewel 


Black as an evil dragon's blood, the jewel 
protects any who enter Shoikan Grove as long 
as they have the courage and will ouse it. The 
Nightjewel helps to alleviate the fear gener. 
ated by the Grove, though it does nar cancel it 
completely. The Nightfewel can be used in 
defense against the undead who stalk the 
Grove, but the person using it must have the 
courage to touch che undead with the jewel if 
the undead attack, No other weapon can be 
used wih ue Nigiuiewel 

‘The Nighsjewel is black, unlovely to look 
at, and cold to the touch, Iecan be worn about 
the neck on asilver chain, but must be held in 
the hand, high in the ait, when entering the 
Grove, The character who uses the jewel must 
remove helm and hood 20 that the light of che 
jewel shines on his face and in his eyes, This 
light can be seen only by the undead. To all 
others, the jewel looks as black and ugly as 2 
ump of coal. 








MaGical Items of krynn. 











& et: =p 
‘The. Nightiewet cen be used by. anyone. the helm of 


When a pany of adventurers enters the Grove, 
she Nighjewe! must be held high by the lead 
cer of the purr, It modifies the fear roll for 
‘everyone in te guvup 99 Fong ws mo weapon iy 
drawn or spell iscast, Once a weapon is drawn. 
‘ora spell iscast, the Nightjewel instantly loses 
all power, leaving the adventuring party atthe 
‘mercy of the Shoikan Grove. 

Those propetly presenting the Nightjewel 
nay ignore the ~ 10 penalty to saving throws 
while in the grove but must still roll thei sav 
ing throws, If a character fails, he loses the 
benefit of the Nightjewe! until he succeeds in 
‘a subsequent saving throw. 








‘WarBRINGER 

This gigantic worhanded sword, forged dur. 
ing the_ Age of Might, was in the possesion of 
the halfogre bandit, Seeetoe: The fine quality 
nd workmanship of this sword mean that it 
‘once must have belonged to a nobleman, pos 
bly a Knight of Solamnia, Caramoa won the 





sword. when he slew the halfogee, Caramon 
brought the sword forward into the future with 
‘him, temains in his family, having been passed 
‘om to his eldest son, 





The axe of 

Brotherhood 
ano 

the Sword of 

friendship 


During the Dwatigate Wats, Catamon used 
‘contest to bring the cwo quarreling factions 
of hill dwarves and plainsmen together, Cara- 
‘mon raised a tall wooden postin a sea of mud, 
placing an axe and asword of rare and magical 
value at the top. Whoever climbed the post 
could claim these a prizes. There was a catch 
‘of course. Not only was the post greased, hut 
Caramon had the contest rigged so that the 
dwarves and men had to work together 10 
teach the 











Rastlin’s Cursed Money 


During the Dwarkgate Wats, Raistlin (or 
Fistandentilus) made a deal with che dark 
dwarves to betray theit king and leave the 
gates of the fortress of Pax Tharkas open when 
Raislin’s army artacked. Thus vietory for the 
wizard was assured. Raisin paid the dark 
dwarves with a cotter of 100,000 steel coins. 

‘These coins were cursed, however, to pre- 
vent the dark dwarves from double-crossing 
the wicacd, Ifthe over of one of these coins 
goes back on his spoken word, te Mesh of 
hhands begins co turn black and rot away. This 
icad curse spreads slowly and inexorably «© 
the rest ofthe body until the victim dics, 








Rapsitslayer, 
Tasslehoff's Knife 


‘Whether this was teally one knife Tas man. 
‘aged co keep with him or simply a series of 
the kender picked up is not known for 
‘Tsslehoff always claimed it was che 
dagger he discovered in che ruins of Xak 
Tsaroth, He called ic Rabbishyer because 
Caramon once told him it would be of use 

if chey were attacked by ferocious rabbits 
Actually the dagger, blessed by clerics of the 
fancient days, has fat more power than Taasle- 
hoff ever guessed. 
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Griffon Mane 


Discovered in the mins of Xak Tsaroth, the 
helm was piven to Flint Fiteforge hy his fiend 
‘asilehoff. The helm is of dwarven make and 
is decorated with a horse's mane. Having 
always claimed he was allergic to horses, Flint 
refused to admic that the long whive tassel had 
evet belonged t « hore. He insisted—to his 
dying day—dhat i¢ was fiom the mane of 
seiffon and hus the helm acquited its name 
‘The helm fits only dwarves, 














The War of the Lance 
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“Hear the sage as his song descends 
like heaven’s rain or tears, 

and washes the years and dust of many staries 
from the High Tale of the DRAGONLANCE.” 
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Astinus’s Scroll: The River of time 
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THE a 
Kaynn, she awakens her evil dragons RaGor 
and prepares them for the work she has 
Istory ee 
4 in mind. She chen recor through the Desvor Meeaat ages =e 
‘The yeats following the Caraclysm were ‘eal gs put bereieeson che Abia ce humans of Sanction, Netaka, and 
fled with bore and despair for several cen or Plane Eee ar alloved doer the 
the age, Yer all aces of Kayon managed to | 157. Berem Finds the Stone: A young tan choc mea pe ae gen 
and his sister discover the Foundation ‘Highlords and their officers. These 


find the courage to fight the darkness. 

‘Though the fll tale of those days is known 
‘only to Astinus, che following events lend per 
spective to that time. 


age of Oarkness 

© Cataclysin: The wrath of the gods 
descends upon Krynn. The Thirteen 
‘Warnings ottke, one per day, preceding 
the end of the year, Trees weep blood, 
fires die or rage unconttolled, and 
eyelones strike the Temple of the 
Kingpriest. On the thittecath day, 
mountains of fie fall from the skies, 
‘avaging the landscape. 

Istar 1s immediately destroyed, ite 
remnants sinking fae helow the surface 
of the newly formed Bloodsea. Ergoth 
{ssundered from the mainland to form 
two great islands. Waters pour into cen- 
tral Ansalon, forming the New Sea and 
shrinking the formerly vast plains of 
‘Ansalon. To che south, the fad tse 
and dhe water recedes. The port city of 
‘Tarsis is unscathed, but now lies far 
from the sca, The Temple of the 
Kingpriese is shattcted with the 
dleserucion of Ita, its pieces seactered 
throughout the planes of the universe. 


1¢0100. AC Chaosand Pestilence: The sur 
vivorsof the Cataclysm seraggle desper 
acely to stay alive. Famine spreads 
cross the world and plague follows 
True cletes are unknown. The Knights 
‘of Solamnia ate persecuted throughout 
the land, as people find them a handy 
targer for blame, Many villages and 
towns, initially untouched by the Cata- 
clysm, soon vanish because of disease ot 
‘war. Sometime during this period. the 
Foundation Stone of the Temple comes 
(0 rest in the Abyss, and is discovered 
by Tikhisis, che Queen of Darkness. 


141 Swwne Planted in Netaka: Takbisis plac- 
¢ the Foundation Stone on the barren 
plain of Ncraka, far from any center of 
‘population. The stone begins to grow 
intoa twisted and perverted form of the 
‘Temple. The Dark Queen enters the 
‘world through the portal opened by the 
stone. Walking among the creatures of 











Stone, The man priesa gemstone loose, 
againse the advice of his sister, They 
scruggle, and che sister is accidentally 
Killed, He spitit, imbued with good- 
‘ness, inhabits the Foundation Stone. 
‘The man, Berem Everman, is cursed 
with the stone he has stolen, a3 it 
becomes embedded in chew. He 
cannot gain the death until his 
sce ful i leased fom inpion 
‘ment in the stone. 


210 Takhisis Rerurns: The Queen of Datk- 
fess attempts again to enter Krynn 
through the portal opened by the 
stone. lb het great frustration, she dis- 
‘covers that the portal is closed by the 
presence of the sister's spirit. Enraged, 
she casts about fora solution, 


287 Dragon Eggs Stolen: The evil dragons, 
awakened by Takhisis, keep their pres- 
ence in che world a secret, They raid che 
Isle of Dragons, where the good 
Aragouy luit, und steal the good 
Aragons’ eggs. Fling with the eggs to 
the Lords of Doom, the evil dragons 
hide thi ache in the bowels of the 


296 The Oath: Acting upon the otders of 
thei Queen, che evil dragons exact the 
Oath of Neutrality from the good 
dragons. The oath binds, the good 
dragons to noniavolvement in the com- 
ing war. In return, the evil dragons 
promise to return the eggs, unharmed, 
¢ the conclusion of the war 


‘Sto 320 Agents of Evil: Takhisis sends 
her agents through the world. secking 
the man with the green gemstone 
‘embedded in his chest. She knows that 
this man isthe key to opening her por- 
tal once again. She grows increasingly 
fruscrared ac Berem's apparent disap- 
pearance. Eventually, she decides wo 
put her plans into operation, 
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‘men set about gathering armies under 
the watchful eyes of the evil dragons, 


340, Humanoids Recnsited: The ogres and 
hobgoblins are gathered into the evil 
fold and trained as troops in the Drag- 
‘onatmies 


342, Draconians Created: akhisis instructs 
the Highlords in che comupting process 
wiereby drcontacs ue crated 
Ae exes of te good dtayons. The xen 
eration of draconians in the fiery undes~ 
ground regions around Sanction begins 
in carnest. The first draconians, Baz, 
are etcated from brass dragon eggs, 
Soon, copper dragon eggs are us 
create Kapak draconians, 

343 to 347 Evil Armies Marshal: Dracon 
jan creation continuet, with Bozak 
(bronze), Sivak (silver) and finally 
Autak (gold) draconians, The dtacon- 
{ans ate formed into military units and 
tained for combat, while the training 
of human, hobgobiin, and ogte forces 
continues. Periodic outbreaks of vio- 
fence occur among the Dragonatmies 
themselves; the Highlords encourage 
this aggressive behavior, Near the end 
of 347. ‘Takhisis judges char her forces 
are ready. The opening campaign ofthe 
‘war is planned forthe following spring. 


348 War of the Lance Begins: With the 
ielting of the snows in the high passes 
around Netaka, the Dragonatmics, 
pour easeward upon the unsuspecting 

es of Krynn. The lands of Nort: 
papi oeraltpis wifely over- 
run, while che humans of Khur ally 
themselves with the evil forces to avoid 
conquest. Litle resistance is met by the 
massed armies. What few battles are 
fought are decided swiftly by the awe- 
some power of the dragons. By the end 
‘of the year, the hold of the evil forces 
‘over their occupied territories is uncon. 
tested. 
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349 Takis Turns to Silvanesei: The Drag 
fonarmies commence a chree-pronged 
attack into Silvanesti, utilizing their 
‘effective ir and land combination. The 
elves, however, resist much more effec- 
tively than the humans and kender to 
the north. Losses are heavy on both 
sides, but the Deagonarmies make little 
progress into the dense forest. Using 
magic, discipline, and intimate know!- 
edge of the tetra, the elves lure the 
‘Dragonarmies nto a series of ambushes 
that seriously deplete the evil forces, 

“akhisis sends her cwo remaining 
Dragonamnies co reinforce the attack, 
Iaying waste wo die unce-beautiful for- 
ext and slowly advancing coward 
Silyanost. Alhough they fight cous 
‘geously, the elves are decimated by the 
‘war, and the dragons set about system- 
atcally destroying the elven food soe 
piles, In autumn, the capital is 
evacuated with many refugees, The 
clven fleet sets out on the dangerous 
journey to Southern Ergoth, while 
‘many fighters remain behind, 

‘On the latt day ofthe yeu, the Drag. 
‘onatmies close upon Silvanast, and the 
elves realize that the war is lost, In 2 
desperate effort to turn the ride, King 
Tome attempts to use an Orb of Dra- 
<gonkind to work the destruction of the 
‘vil armies. The petfidious otb seizes 
conttol of Lorac instead. plunging the 
land into @ living nightmare and dis- 
petsing the remaining elven fighters in 
chaos. 

380 Reaming Bvil: Seriously weakened by 
the costly invasion of Silvanesti, the 
Diagonamics spend a yu ebuliding 
and retraining. Takhisis’s troops now 
‘onto ll of eaiiern Aasalon, 

‘The minotauts of Mithas and Kothae 
‘are recruited tothe evi cause and belae- 
edly attempt to intercept the elven fleet 
sailing tothe west. Although a series of 
sharp skitmishes cost each side some 
ships, the flet sails chrough. reaching 
Southesn Ergoth near the end of the 
year 


351 Evil Tams West: Again starting the 
campaign with the coming of spring. 
the Dragonarmies surge westward in 2 
massive offensive. The scope of these 
auatks i far beyond anything that 
‘Takhisis's forces have yet attempred. 
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A huge force, spearheaded by the 
Blue Army, strikes across the Plains of 
Solamnia, overrunning Kalaman, Vio- 
gard, and much of Solanthus. Disor- 
ganized and bickering, the Knights of 
Solamnia ate slow to respond to the 
theat. Lemish sides with the evil 
forces, but the dwarves of Kaolyn pro- 
Vide a strong linchpin on the right flank 
of the defenders. 

‘Meanwhile, the Red Army leads an 
amphibious artack across the New Sea 
to the Plain of Abanasinia, The batbat- 
ian uibes of the plain atc swilily 
aabsotbed by doe onslaught, which soon 
brings the Dragonarmies to the borders 
‘of Qualinesti. Knowing chat they can- 
not withstand the might arrayed 
against them, the clves evacuate their 
hhomeland, fleeing wesward to join 
thei coming on Southenn Hoprk 
Finally, the Ds a 
the dwarven fortes of Phorbasdn, As 
winter sets in, the army is still laying 
siege to the dwarven stronghold 

‘Additional evil troops strike across 

the ‘lasian Plain from Silvanest. They 
reach and occupy Tarsis by the end of 
the year. Allof Ansalon, except for the 
western coastline and western islands, 
now lies under the heels of the 
Highlords. 
Whitestone Council: Barly in the year, 
represcutatives of the sutviving good 
tuations meet at the Whitestone, on 
Sancrist se, for the Council of White- 
stone. Here an uneasy alliance is forged 
bevween the elves and humans, and 
they agtce to save their fighting for the 
forces of evil. The coun is decided by 
the attival of Theros Ironfeld, who 
wears the Silver Arm of Eigoch and 
bears a dragonlance. 

‘With the coming of spring, the Blue 

hnutls itself against the 
High Clerise ‘Tower that blocks the 
‘mountain pass leading into Palaothus 
Rallying ar last, the Knights of Solam- 
‘nia make a heroic stand and, for the 
first time, a Dragonatmy retreats froma 
field of battle. The battle marks the 
first modern use of dragonfances, 
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Shortly ater the battle, 2 small band 
‘of heroes penetrates the deepest tem- 
ples of the Highlords in Sanction and 
discovers the treachery being wrought 
‘on the good dragons’ eggs, News is 
swifily rerumed to the Isle of Dragons, 
and the good dragons join the war 
against evil with savage intensity, 

‘With the aid of the good dragons, 
the Whitestone forees are at last able 10 
take the offensive. Surging eastward 
with violence wad purpose, the atmies 
of good reclaim the entite northern 
Solamaic Plain during the rest of the 
year Gunthar Uth Wistan and Laurana 











Whitesione forces emerge victorious 
from every engagement they fight dus- 
ing the long summer. 

"The recapture of Kalaman spelts the 
beginning of the end for the Dragonar- 
mies, but the Queen of Darkness is 
decermined to pass through the port 
of the Foundation Stone, with the 
legions of the Abyss behind her. Des- 
perately, her minionsseek the man with 
the green gemstone, 

Yer the armies of Whitestone close 
upon Neraka, and the Queen is foiled 
in her arcempt, Evil tums upon itself, 
und the Dragomarmny alliance collapses 
The War of the Lance Ends. 
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areas of Control 


‘The nap of posewar Krynn displays the areas 
that uc consoled by the various factions lfs at 
the conclusion of the War ofthe Lance. The areas 
Showa as contolled by «faction are contolled 
solidly, There are no wars in thse areas, unless 
{your campaign considentions dictate otherwise. 
Tholaed guerilla or bandit activity is posible, 
bur chese occur only easel. 

ach of the factions includes a veteran force 
ope. These troops quickly quash any 
ings and maintain order. They may be 

infighting border wars orn garrison 
dlutier chroughoue the controled territory. In 
fear where no contiolling power is shown, 
the atea is in a dangerous state of anarchy. 
Bandits are common thete, and small cities 
ae struggling to gai control oftheir immedi- 
ate environs. Armed forces from nearby weas 






of control are often encountered here, as cach 
faction attempts to expand its influence and 
combat the influence of its rivals. 





All ofthe factions have achieved some degree 
cof lw and order within their borders, Enery in 
owns and cities, and perhaps even villges, is 
observed by guards of the approptiat: faction. 
Strangers are viewed suspiciously, 

Conversely, war hetoes ure cecognized read- 
ily by comrades in arms. Characters who have 
Jed units in combat are almost always recog- 
nized by oops from the same army, and 
Inctucs of note stand a 50% chance of being 
sccognized by troops of their alignment. 





factions 


Control of Ansalon following che War of 
the Lance has fallen to nine powerful factions, 
each of which controls one or nrote tacts of 
tentitory. Areas outside dhe control of these 
factions are either independent city-states oF 


neutral territory currently contested by several 
factions, The factivns arc listed below. 


Red Dragonasmy CE Black Army 
BlucDragouarmy LE Green Army 
‘White Diagonarmy CE None 
Black Dragonarmy CE Red Army, 
Minocaurs 
Grecn Dragonarmy LE Blue Army 
Mies LE. Black Army 
Knights of Solamnia LG Elves, Dwarves 
Elves CG Knights 
Dwarves 1G Kaights 


‘Wherever factions of good and evil aliga- 
ments control adjacent ateas, horder skirmishes 
‘age frequent. ‘pop movements and battles are 
‘also common here. No trade occurs through 
these areas. 

‘Wherever factions of the same aligament 
that are nat allies control adjacent areas, bor- 
der guards are common, There is x 10% 
chance pet month thar the border erupts into 
skirmishing. although such fighting usually 
stays well Below the level of allout war. 

‘Allies actively couperate with each other in 
the pursuit of theic objectives. IF evo allics 
share a busder with a common et 


‘The borders of factions that are unfriendly 
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‘soward cach other are continuously patrolled, 
and intruders are accosted for questioning, of 
‘worse. Members of all factions worry about 
spies and do not hesitate to use persuasive 
‘methods to determine whether a ttavelet is 
‘who he claims to be. 

‘Many of the cities of Ansalon have been 
devastated by the war, Only Palanthus, of all 
the great cities, escaped damage. Because of 
this good fortune, Palanthusis now the center 
of civilization upon Krynn, The Knights of 
Solamnia have set up their central headquat- 
ters there, and the Pore of Palanthus still 
receives ships ftom all comers of Anxalon. 


Climate 





‘Ansilon is a continent in the southern hemi 
sphere of Kiynn. Consequently, its coldest 
regivn lics 10 the south. Ieowall Glacier is a 
‘cgion of constantly freezing temperatures and 
frequent snowall. During wintet, the aun illa 
‘minates this area for only « few short hours every 

‘and blizzards roar atoss the ie fields, 
fe tegion ranging from Qualinesti to 
Silvaneat (including Tani) suffers severe winters 
that begin ealy in aurumn and continue farinto 
ing. The elven forests receive plenty of rain 
ing spring and summer, while the Tarsian 
Plain is relatively dry most ofthe year 

“The western islands of Sancrist, Southern 
Ergoth, and Northern Frgoth, are treated to rel- 
atively mild winters hecanse of warm ooean cur- 
rents that keep the temperatutes not 100 far 
below freeing. These ates receive much sow 
in winter and suffer very sainy springs. They are 
subject to flooding several tiny a year 

The lands of Solamnia, as well as the Lun- 
dian peninsula of Eastern Ansalon, atc the 
‘most pleasantly temperate on the continent 
‘Winters ase soowy, but not very long. Plenti 
fal rainfall allows fot a long growing season, 
‘und these regions consequently produce most 
of Ansalon's food. 

The ccatral pisins, including Ertwilde, 
Netaka, Kem, and the surrounding areas, is 
dry and desolate region. Severe winter storms 
‘sweep across the area, yet litle rain falls dur. 
‘ing the growing season. 
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‘The northetn tip of the continent is the 
land of Nordmaat, which sweleers through 
Jong and humid suramers and rarely receives & 
snowall in wincer, Certain crops can be grown 
during the long summer season, but the tem- 
perature is often too hot for more temperate 
crops. The islands of Michas and Kothas share 
{his type of climate 


Beyond the Map 


‘What les beyond the horizons shown on the 
‘map? Sooner of later characters in an extended. 
campaign will begin to wonder about this. 

‘The answer is up to you. 

‘The continent of Ansalon is oaly one of sev- 
ctal land masses on the surface of Krynn. As 
the setting for the War of the Lance, Ansalon 
‘was the location for all ofthe advennires in the 
DRAGONLANCE® saga, 


HINE) 

KING) 

KING) 
Tan 


1c 
HN) 


Solanthus 
8, Ergoth 


If your characters desire to travel beyond 
the boundaries of the maps, then you need to 


for the stat of the journcy: 
‘South lies the icy vastness of leewall Glacier. 
‘he aie coven the Soh plat ion for 


Yas forest, small vi 
Pore city Hylo, largest 


in this direction thatthe fabled and much feared 
land of the Ind is suid to exist, 


‘East lies an ocean of le vasrness. 


the lands 
of ansalon 


‘The racial makeup of each nation's popula 
tion, the primary resources produced by that 
nation, and any special notes required to run 
‘that nation ina campaign context are present- 
ced on the following rable, 


ured, people slowly retwining 
slowly melding 


‘Reclaimed from evil, prospers 
Myscerions race of evil dwarves 





D ~ Dwarf E = Elf; Hob = Hobgoblin 
Kender; M = Minotaur; © = Ogre 
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Takhisis 


‘the queen of Oarkness 


‘The Dark Queen can take any form—male, 
female, or dtagon—depending upon het 
needs, She ean appear as the Dark Temptress, 
‘the most beautiful, desirable woman a man 
has eve seen in his life. She ean appear as the 
Dark Warrior, a fearsome warrior in black 
axmor with eys of fire and a sword of flame or 
‘she van transform into her favored shape. that 
of dhe five-heuded dragon, 

No nauter whut form’ the Datk Queen 
takes, all hos in het presence Cincding 
those of good alignment) fect her power a 
‘experience a sense of awe and reverenee, Even 
though ahe is evil, she is one ofthe thice teas 
tos ofthe world, 


fizean the fasulous 


Fizban appears asa gtay-beaided old wizard 
in mouse-colored robes with a beacup, point: 
ced wizard’ hae tha is off his head mote tian 
iis on it. He catties a plain wooden staff that 
sppens co do. nothing whasever plus 

abby spell book in which he ean nevee find 
the spelt he is searching for (generally to cvcry- 
‘one’s relief!). Pouches hang ftom his belt, but 
these are just a likely to conean hia ditty socks 
28 spell components, 

















Pyrite 


Fizban often has an ancient gold dragon 
known as Pyrite as his companion. Deaf, half- 
lind, irwcible, and senile, the golden dragon 
spends most of his time sleeping in the sun, 
‘The dragon's grea days wete during the ime 
of Huma (which he remembety much more 
clearly than recent times), Consequently he 
will fight when called upon, but only ifhe can 
be convinced he is going to Hurna’s rescue, 
Pyrite has all che spell-casting powers of an 
‘ancient gold dragon and on a good day can 
remember most of ther, 





pe ng, 
discovered that this gets people's attention. 
Raistlin hat one consuming ambition-~ he 
‘wants co become a god. He will use any means 
to gain this goal; he will let nothing and no 
‘one stand in his way 

Raistlin does not love Crysania. He desires 
het and feels natural feelings of provectiveness 
toward het but that is all. Raistlin has deep 
feelings for only one person on this world and 
hc is his twin brother, Caramon, Any feel- 
ings of affection for Catamon ate all tangled 
up with hatred and jealousy, but teal love for 
his win lives beneath, Raistlin is cunning 
‘enough and strong enough, however, co ust 
his feclings and chose of ouers ww his advan 
tage by manipulating his twin and Crysania, 

RRaistlin has a charisma that is very powers 
ful, Thus Dalamar stays with him, even a¢ che 
peril oie own life. Crysania is drawn to him, 
though she can't explain why. He can be very 
charming, when i suite his purpose, 

Raistin will not, under any circumstances, 
recur to the Red Robes, much less the White, 
Raistln seruly evil. He chose to be evil, and it 
is only because of his final saerifice that he 
tewatded by the salvation of peace in death, 
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(Knight of the Black Rose) 


‘Though a death knight (see the FIEND 
FOLIO® tore), Lord Soth wears the armor af 
Knight of the Rose, This armor is blackened 
and charced asic hud been in a fire, He weats 
the helm of a Knight as well, All chac can be 
seen of his face is two flaming range eyes. He 
isa frightening apparition who can even make 
the fearless ender “feel a bit quest” when 
they are in his presence. Soth's voice is deep, 
seeming, to come from far underground, 
Although thoroughly evil, he is proud and 
Will fight an enemy honorably. His admiration 
and respect for Kitiara becomes, eventually, a 
dark passion that will lead him into plotting 
hier death, 

Tot Soth’s tragic history is told in pate in 
the history of the Knights of Solamnia, 
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Kitiara 


Since het dreams of conquering the world 
under the banner of the Dark Queen have 
been crushed, Kiciara is frustrated and raging 
beneath her calm exterior. She has never 
admitted defeat and, in fact, has managed to 
‘make Sanction @ haven that not even the 
igh with thee god dragons fee ready 9 
attack, 

She hopes Raistlin will help her gain her 
ambition; his plans to challenge the Dark 
‘Queen anger and seare Kitiara. Kitiata has a 
respect for the Queen horn of fear and she is 
terrified chat, if Raistlin fails, he will drag her 
flown with him as well. Kitiara also has 
Ihecome enamored of the datk elf, Dalamat. 
Hier plans to rule the world include the dark 
lf ruling at her side, 

‘Kicata is a gambler with fate, Having con- 
sidered the odds, she has decided w put her 
‘money on the Dutk Queen instead of ber half> 
brother, Raistlin, It is a pretty good bet, since 
she undoubtedly believes she could worm her 
way back into Raistlin’s favor should he suc. 
eed What neon pn Lord 

ot 





Ouncan 
(King of the Dwarves of Thorbardin) 


Approximately two hundred years old 
when he died, Duncan was sill in the prime 
of life for a dwarf. He was stourly built with 
iron gtcy hair and a grey beatd that he wore in 
long, flowing cusls according to the fashion of 
the mountain dwarves. Quick-tempered, 
blunt, and gruff, Duncan was 2 shtewd old 
alwasf who held his position as king tenacious- 
ly despite the various dwarven factions that 
‘wanted to overthrow him. He accomplished 
this with wisdom, diplomacy, and common 
sense 

‘Duncan waged the Dwarfgate Wats because 


he knew thar he could not open the gates of 
‘Thorbardin to the hill dwarves aud plainsmen 
cr all would perish of famine. He had not 
foreseen che texrible loss of life that would 
‘occur when Fistandantilus's magic wiped out 
salinyst all members of both armics. Duncan's 
sons died in this battle and their father did not 
long outlive them, dying of a broken heart in 
the arms of his young friend, Kharas. 





Kharas 
(Dwarven Hero) 


‘Taller than average for adwacl, Klaras was a 
handsome dwaif of serious, solemn mein, He 
Inad dark hie and a Iuxarious beard worn in 
long curls according to the style of his people, 
the mosnain vanes, When, Khar was 





Kharas wielded  hoge hammer that he 
made himself, some say with the help of the 
god Reor. (see page 96 for mote info on the 
hammer). If the players meet Kharas during 
the time of the Dwarfgate Wars. he will have 
shaved his beard—a shocking ac for a dwarf. 
Such a thing is douc only wo those dwarves 
who have petformed a disgraceful act. Since 
he was opposed to warting agains his kins- 
‘men, the idealistic Kharas shaved his beard as 
‘a sign that he foughs this war only because his 
kking ordered him to do so and that he went 
forward to kill his fellow dwarves in bitter 
shame. 

‘Khana fled the final battle when he saw his 
Kinsmen ing each other for no pur- 
pose except hatred. With him he carried the 
bodies of the king's sons. Thus Kharasescaped 
the devaseating Blast that leveled the battle- 
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{icld and wiped out both dwarven armics, He 
serumed co King Duncan, who—shocked and 
+hottified by Kharas's report—shut himself up 
: home ad ee tpt or dri wee 
‘ening and eventually dying in Kharas’s arms, 
‘The Thanes al fought to gain the kingship, 
‘each seeking out Kharas and vying for his sup- 
port, Sickened by the greed and political 
back-stabbing of his people, Kharas rook the 
body of his king and his magical hammerand 
camied them to a secret burial ground, where, 
hhe died. Refore he left, he foretold that the 
‘dwarves would never be united until one arose 
brave enough to seek out the Hammer and 
requ it to the dwarves of Thorbardin, 








Reghar fireforge 
was the elderly hill dwarf (Flint’s 
grandfather) who led his people during the 
ae Wars. Hale and hearty, Reghat was 
‘stubborn and fiercely proud. He hed gray hair 
‘and a gray beard that he wore plaited and 
tucked into his belt in the fashion of the hill 
dwarves. He went to war against his cousins 
‘because he'was convinced that the mountain 
‘dwarves had great wealth and stores of food 
hidden beneath the mountain thar they 
refused to share with those in need. Although 
this is nor truc, nothing anyoue said cone 
‘vinced Reyhar otherwise. He believed in this 
for wo loug and, besides, it was the hill 

dwatyes' oaly hope for survival. 
‘Reghar had one son who lived to adulthood 
(Flint’s fathcr). His other son died of heart 
discase (the same affliction that killed Flint). 
‘Reghar himsclf died in the Dwarfgace Wars, 
Killed in the blast of magic that destroyed 

‘nearly everyone in both dwarven armies. 
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Amothus Palanthus 
(Lord of Palanthus) 


‘As his name implies, the family of Amo: 
‘thus Palanthus has nuled the city of Palanchus 
for hundreds of years, Kuletship of Palanthus 
‘was always passe on to the eldest son, while 
the younger sons generally served in the 
Knights of Solamnia. Amothus is an only 
child, however, and is unmarried —a sirvation 
that many mothers of daughters in Palanthus 
hope to remedy, In his ealy forties, Amothus 
is much like the people of Palanthus 
themselves—appeating weak, shallow, and 
foppish, bue with a cote of steel beneath, 





€listan 
(Cletic of Paladine) 


Blistan is the prophet of Paladine on 
Keynn, During the Dragonlance Wars he 
broughe the knowledge of the true gods back 
to the greater world. Now. however, he is 
nivel ill, Elistan refuses to allow any to pray 
(o Paladiae in wu atterupt co heal him, saying 
that the god had granted hin life once and his 
work hete is complete. He has brought back 
knowledge of the true gods and built bewuti- 
fal Temple in Palanthus. He now wants only 
to die in pesce, 


Eilisan’s greatest concern is for the church 
and for Crysania. He has been given knowl. 
edge from Paladine thar if Crysania succeeds 
in her quest, she will be a great leader—a 
powerful cleric, ruling over the chureh with 
‘wisdom and compassion, Thus Blistan will do 
what he can to counsel Crysania, bue will not 
actempr to dissuade het (or any other player 
character) fiom secking hex own destiny. 





Par-Salian 
(Head of the Conclave) 


‘A poweiful wizucd ofthe Whice Robes, Pat- 
Salian isan eldeily hui nial, probably in 
his early 70s at the end of the War of the 
Lance. The archmage has loug white hale and 
his white beard is straight and inlined « be 
wispy. His robes are snow whice and ate not 
adomed with runes of any type. He appears 
fel but ls eye are bugh livctng ble, 
His face ie lke thae of «fierce ald eagle. 

Par-Salian isnot a wizard of action, profer- 
‘ing to spend his cime in study, It was primati- 
ly becaute of his vast knowledge of magic that 
hecohtained his high sank, It washe who made 
the important decision to. allow the young 
mage, Raistlin Majere, to take the ‘lest at an 
age eatlier chan most. Some wizards believed 
‘that it was because of this decision that Fisean- 
dantilus was able to seal a bargain with the 
young mage and thus lead him into paths of 
evil, 





Pas-Salian is aware, however, thac without 
Raistlin’sskilland power, che Warof the Lance 
would never have been wou. He knows chat 
Raistlin chose for himself the paul he walks. 
At this poine in his life, Par-Salian would like 
very much to give up the burden of heading 
the Conclave, but he cannot while Raistlin’s 
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threat to the world exists, Under no citeum- 
stances will Par-Salian leave the Tower of Way- 
eth, 





Justarius 
(ead of the Oider of Red Robes) 


A roman: male i his lace 405, Justis is 
considered by many to be next in line as Head 
of the Conclave when Pas-Salin ceivs, A 
big, robuse man with an open, honest face, 
Justarius walls with a pronounced limp. His 
left leg was crippled during the magical Test, 
How or why no one knows, but itis rumored 
that Justarius was exceptionally proud of his 
Bla powes when young and ha his Tt 
forced him to choose between physical 
sttengeh or his magic, 

Justarvs likes and admires Pat-Salian, He 
feipects Laconna, hit nearest competitor for 
the Head of the Conclave. The Red-Robed 
wizard isambitious, but he knows that he can 
bide his time. He is in no hurey to take over 
the responsibilities as Head of the Conclave 
Justarus enjoys adventure and might be per. 
suaded by an adventuring party ro accompany 
thom on a quest—panticuludly if they can 
make it worth his while by offering the possi- 
Diy ofamapcl afc, spell book, or other 
unusual iter, 

‘Although an honest man, Jusraius is neue 
‘alin all chings and is not ovealy commpassion- 
ate. He is secretive and not inclined to trust 
anyone, He has many magical means of com 
pensating for hishandicap, some of which can 
be extremely staring and surprising. His red 
robes ate made of plain material decorated 
‘with runes of warding and protection, 
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ladonna 
(Head of the Order of Black Robes) 


‘An exuinordinarily beautifal human female 
in her 605, Ladonna is a powedful wizardress 
‘who tules over the Black Robes only because 
Raistlin has never challenged het. Just why he 
thas not done so is uncertain; possibly because 
he considers it beneath him, Ladonna is well 
‘wate chat if Raislin did challenge her to the 
ricual magical contest to gain control of the 
Order, he would not hesitate to kill het 
Because ofthis, Ladonna hates and feats Rais 

in mote than any other member of the Con 
clave. She will da everything in het power, 
Sacrifice anyone ot anything, to stop him—as 
long a she herself is protected. She will not 
attack him ditectl. 

Despite her age—which she worns to hide 
by means of magical arty—Ladouna is still « 
‘woman of striking appearance. She has iron 
gray hair dat she wears woven in the most 
intricate desigas upon het head. Her black 
tubes ate rich and luxurious, glittering wich 
runes of protection stitched in silver. She 
wears many jewels, some of which ate magical 
and others nor, for Ladonna asa weakness for 
fine jewelry. In eheit youth, Ladonna and Pat- 
Salian were lovers and there is still a kind of 
affection and vadetstanding between them 








Maquesta Kar-thon 
(Pirate) 


A very sreaeive black woman in her fate 
20s, Maquesra has short curly hair and the 
liehe, strong body of an athlete. Owner of the 
doomed ship Perechan, Maquesta comes from 
the seafaring face of humans in Norther 
Frgoth. Her father, a sailor. left Maquesta the 
Perechon and a pile of debis. He had trusted 
ina fiend who betrayed him, Before he died, 
‘Maq’s father enjoined her never to trust any- 
‘one and to do whatever she had to in order v0 
make money—wealth being the only thing 
‘worthwhile in chis world. 

Bitter ac che betrayal of her father, Maq fol 
lows his instructions to the leter. The only 
peson she even code ming Kon 

f minotaut first mate, Mag and Koraf met 
on the Isle of Mithas, where Mag was being 
held prisoner by the minocaurs for enctoach~ 
ing on their tetitory. Koraf was also a pris: 
oner, under a sentence of death, He saved 
Maq's life and helped her escape, Maq still has 
nightmares about what she aw in the mino= 
taue prison, 

‘Maq is fond of men, but loves them and 
Leaves them. She prefers handsome men with 
few brains; she has a guy in every port, But, 
deep in her heart, Mag truly loves the ugly 
Destial-looking Koraf, although i takes a lor 
for her to admit this even tw hesself 








Bas-Ohn Koraf. 
(Minotaur Fiese Mate to Maquesta) 


Although his face is bestial and uply. the 
tall Koraf has the superb, muscilar body of a 
‘human in his late 20s, Koraf was sentenced t0 
death in his homeland for killing anocher 
rinotanr in a fit of rage. (Killing another 
rminotaut is sanctioned only in the Games, 
which are held co determine supetiority.) 
Korafs death would not have been pleasant 


ut 


and he saw escape as the only alternativ 

Koraf met Maquesta io prison, She war 
scheduled to die after having seen most ofthe 
rest of her ctew being tortured to death, He 
helped her escape, she saved his life, and the 
‘wo became fas fiends. Despite the fact that 
Koraf at frst thought Maq one of the ugliest 
females he had ever seen (minorauss fee that 
‘way about all humans), he has lived among 
Jmumans long enough to believe thar she. is 
beautiful and that he himself is hideous. A 





truly noble being, if somewhat q 
tempered and savage, Kora is deeply in love 
with Maquesta, but believes that his love is 
hopeless since leis 90 ugly. 





Player Characters 
from the 
ORagonlance® 
legends Books 


‘The Legends series are stories about people 
‘who are being tested, Some ate eng rested in 
theit love, ome in their faith. Each has a les- 
Son to lear in life and sometimes the learning 
{svery difficult and dangerous. DMs devisin 
campaigns based on the Legends series shoul 
keep this in mind, Once again, we urge DMs 
and playets (0 tead the novels for ideas and 
descripcions of places and people, 





dalamar 
(Dark Elf Wizard) 


‘At the beginning of the Legends books, 
Dalamar isa young dark elf of 90 years, which 
figures out to about 25 in human years. Dala- 
marisa very handsome elf with long. flowing 
‘brown hais, brown eyes, and an exuemely 
charming and winning personality. He is in 
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excellent health and condition, well-built and 
‘muscular. 

‘A skilled young wizard, Dalamar bas just 
completed his Test. His rst ask a an appren- 
tice to serve Rastlin, the Master of the Tower 
of High Sorcery in Palanthus, 

‘The Conclave of Wizards fears Raistin 
sore than ay other threat in the history of 
their Orders, In a secret mecting, they asked 
for a volunteer co serve ws Rustlin's apprentice 
and to spy on him for che Concluve, Dalunar 
voluntected without hesitation, 

‘The dark elf was originally from Silvanest, 
A member of alow caste, he would have been 
allowed to proceed only 90 far in his magical 
arts and then forbidden by law co gain further 
power, Ambitious, hungeting for knowledge 
snd the power that magic conferred, Dalamar 
tumed from the White Robes that all elves 
‘weat and chose co wear the Black, He contin: 
ued his studies in secret, hiding himself away 
from his people. But eventually he was discov 
ted and was cast out of his race by Porchios, 
then the new Speaker of the Sun and Stats 
‘Thus Dalamar became a dark elf, one who is 
cast out of the light. 

Bound hand and foot and blindfolded, 
Dalamat was dtiven in a car to the borders of 
Silvesti and there thtown out. This was 
about onc yeut after the end of the War of the 
Lance, Dalamar made his way vo the ‘Tower of 
High Sorcery at Wayreth, where he took the 
‘Test and completed it succesfully. The Test for 
Dalamar involved his lingering love and long: 
ing for his elven homeland and people—a 
matter he had to resolve within himself before 
he could be free to devote himself to magi 

Dalamar’s first love and loyalty is to 
‘magic and to the Conclave, He admires Raiat- 
lin, however, and is fascinated by the power of 
the atchmage. Thus he willingly risks his life 
to study with him and serve as his apprentice. 
But Dalamar ig smart enough to know that 
‘man was not meant to challenge the gods and 
‘that only destruction can result from such vast 
ambition, 

‘The dark elf has a high Wisdom, whieh 
gives hin the understanding that balance and 
jorder smut be maincained in the world. Thus 
he respects Elistan a cleric of Paladine, He 
feats Rastin asa vencyade who would copple 
balance and onder and throw the world ino 
chaos, Dalamar’s admiration aad fasinacion 
‘with his dark master, however, have bed hin 
‘more than once to seriously question whether 
hhe could truly destroy Raistlin if he had to do 

Like s0 many othet men before hims, Dala- 
mat is highly attracted to Kisiara. Dalamar is 
hheing tested in his devotion to hie are and his 




















ability to sactfice worldly ambition and per- 
hhape even his life for i, 





Crysania 
(Ceti of Paladin) 
An uctractive young woman in her late 208, 


‘Crysania lay black hair, white skin, and grey 
yes, Her face, in fat, appears colorless and 











cold to those who firs ineet her She is 2 
Revered Daughter of Paludine, dedicated 
cleric, Her first and only love is hes clurch, 


‘The daughter ofan ancient, noble family of 
Palanthus, Crysani is cultured and extremely 
well-educated, She could have had her choice 
of husbande, nor only because of het manners 
and attractiveness, but also because of her 
family’s wealth, to which Crysania isthe only 
heit, ‘Ihe young woman wants. something 
‘mote fiom life, howeves, than setting down, 
andl raising children, She knows that she has 
been destined for greatness and in her eatly 
youth was frustrated and unable to find her 
calling i life. When she met Flistan, she dite 
covered her destiny. One ofthe cleric’ earliest 
univers, Crysania left home and wealth and 
dedicuced her life wo her faith, 

Crysania is devout, but she is also ambis 
tious, She knows that she fs within her the 
strength and the abiliey wo lead the church 
swhen Elistan is gone, What she dues not yet 
‘understand is thar she must aso have eumps- 
sion, humility, and tolerance or she will follow 
in the footsteps of the Kingpri 

In rmich the same way as magieusers must 
pass a Test in their arcane arts, s0 cltics are 
tested by their gods. Thece are tess of lif, 
hhowever, and may come at any time, even 
when the cleric appear to be well-eitabizhed. 
(The Kingpriest, for example, was tested and 
failed, thus precipitating the Cataclysm,) Cry 
Sania’s journey through time and entering the 
‘Abyss with Raistin isa rest of her faith. 
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Caramon Majere 


‘Twenty-eight years old and $0 pounds over 
‘weight at the beginning of the Legendssetics, 
CCaramon isin terrible physical condition and 
an alcoholic, He isa sodden wreck of « man, 
fluctuating between self-pity and self- 
indulgence. Caramon's testing ie the most 
demanding of all the characters, since i is 
physical, mental, and spiriual. The eile Ca. 
amon undergoes are meant to teach him that 
hhe has value as a person and that he must hive 
his own life, 

Following the War of the Lance, Caramon 
tame home a hero, He martied Tika and 
should hye lived happily ever after. Unfortu- 
nately, onve the war had ended and life for 
people was returning to normal, no one need 
ed Caramon, Eyen Tika ld developed het 
cova life, managing the Inn of dhe Last Huan, 

Caramon had devoted his life solely to his 
brother, apeatng noble and sl saeifiiog 
in giving way to his «win's every whim, The 
truth was, of course, that Caramon didn't 
view himself as a person of worth. He needed. 
Kaistlin to feel ieeded himself, Caramon has 
So little self-esteem that he doesn’t really 
know how to love anyone, 

Caramon’s learning experience should 
involve thtee goals: he must free himself of his 
addiction to dwarven spirits and get himself in 
physical shape once more; he monst learn that 
he is intelligent, a leader of men, and has 
ideas that are of value and worth; he must 
‘avcept che fact that bis twin is eruly evil, that 
Raisin chose to be evi, and that Caramon 
cannot chaiyge hit, 
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Tasslehoff BURRFOOT 


FBven the meny-lcatted kender is tested in 
‘the Legends books, Due to his experiences in 
the Wat, particularly in losing two people he 
tauly loved—Flint and Scarm—‘Tasslehoft is 
probably a bit more serious-minded than 
most kender (which isn't saying a lor). Cer- 
tainly ‘Tas has great insight into character, 


although gency he doen’ know what 


ie 

Prima, che thoughtless, heeds kender 
must leam to accept lity for his 
fictions, He needs to lean that there i sere 
‘ous side to life that must (on occasion) be 
faced, Finally, he should lear that evil isn't 
(ye eae pee ha 
fal, destructive. 

‘Tas is an inceresting character, however, in. 
that he teaches a5 well as learns. His eararal 


passion, and loyalty for his friends, Tasle- 
hoff’ sheet joy and pleasure in living foun day 
today, in viewing each day as an exiting new 
adventure, make him a fun companion, 


Tika Waylan Majere 

‘Tika is a lovely young woman in her eatly 
20s. A heroine celebrated in legend and song 
‘throughout Krynn, Tika could have had her 
choice of men, She has loved Caramon since 
‘she was a git and her love for him grew deeper 
during theit adventures and perils together. 
‘Unfortunately, Tika never fully underwood 
‘Caramon's relationship with his twin and his 
dependency on Raistlin, Tika huctied Cara- 
‘mon into marriage following the wat, assum- 
ing that she could take Raistlin’s place in 
‘Carumon's hear. 

‘But, chough Tika loves Caramon dearly, the 
independent, strong-willed young woman 
can never nced Caramon the way Raistlin 
nceded him, Although she can't express it, 
‘Tika is wise enough co know that this type of 
relationship is poison anyway. Tika blames 
herself, however, for Caramon's slow descent 
‘into the bottle. She is ashamed of him and af 
herself and tries to hide his worsening condi- 
‘tion from their friends. Tika realizes, finally, 
char Caramon will die unless he changes and 
therefore she throws him out, telling him not 
to return to her as husband or friend uncil he 
Knows himeelf. 
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Tanis half-Elven 

‘Although Tanis remains in the present in 
the Legends novels, he may setum to the 
‘past—cither with Caramon or on his own. He 
might also: Tika in a search for Car- 
amon and Lady 

“Tanis is married to Laurana and is basically 
living happily ever after, Their love grows 
daily. Both are extremely busy—Laurana serv- 
ing as diplomat for the Knights of Solamoia, 
“Tanis accompany 


“Thois’s life, it is thar the demands of being 
famous have forced him to give up much of 
his beloved privacy and independence, Lawt- 
ana, being the daughter of royalty, is accus- 
tomied to life in the public eye. Tanis isn't, 
and he resents the loss of his ficedom, There is 
also a great deal of pressure on Tans to try 0 
“pur the world back together!" He docsn’t 
really (eel adequate for the task, but he is 
doing the best he can, 

“There i always ia the back of Tans's mind 
the fantasy of Kitiara—just as Kit knew there 
‘would be when she aided his escape from the 

‘at Neraka. Much as Crysania is in love 
‘with an ideal of Raistlin that can never poss 
bly be, s0’Tanis isin love with an ideal of Kiti- 
ara, He still doesn’t truly know her 





Character alignment tracking Chart 


Transition 





A player character’ inital position on this chare isthe midpoint of his professed i. 

‘Actions that are contrary to the character's professed alignment shift position on this chart in the appropriate direction (toward 
‘00d, evil, or neutrality). Most shifts involve moycs of one to four boxes. Toe DM must determine the number of boxes to shift in each case 

The grey areas labeled “Transition” are passed through whea a character's actions dictate a change in alignment. The penalties the character sufers 
‘hile his aligament is ina grey area are given on page 13, 








Races of Krynn 
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Unified Ansalon Monster Chart 


Name ac uv HD bp AT Dmg SA___SD__AL_THACO Book 





idi2/idl2 
orniz® 36/2410 or 2420 


1" (1d8 +2) 





Ds a 
Bek 3 aa ier Cages Sie 1d4/1d4/3d6 ye no CR 6 dt-a 





12" 130" 1d4/144/; 


Dragon. 
(huge ancient): 
Black (Khisanth: 12" /24" 1d4/ 104/306 









Elf, Qualinesti 
Border Patrol 1d +1 oF 146 
Pightet 1d8+2 or 1d6+1 
Magic-User td 


144 /id4/1da 
1d3/13/1d6 
2d8 


1d6 lz-30 


Rook Notes: 
‘MX = Monster Manual, page X 

‘M2-X = Monster Manual IT. page X 

FEX = HEND FOLIO® ome, page X 

DL-X = DRAGONLANCE® Adventures, page X 
dI¥:X = DRAGONLANCE Module #Y, page X 
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Unified Ansalon Monster Chart 


Name Ac My HD lp #Ar Dmg SA SD__AL_THACO Book 





‘Mold, Brown 
Mold, Yellow 


MAT 
2-20 


1d6 + poison 
1d12/1d6/1d6 


1 
1di2#12 
1 
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Character Class Master Statistics Range taple 


Proficiencies 
Character Class STR INT WIS DEX CON CHA _ Initial Added 


Book 





CAVALIER (CV) 1O/- 10/- 15/- l- ade 
10/15 We le TI 
Ti 10/- f= 10/e =f 


“Ie (16)/- 
B/S 14s 
“I-96 I 


ons 
ante 





Unearthed Arcana 
Unearthed Arcana 
DL Adventures 


Unearthed Arcana 
Player's Handbook 
Player's Handbook 


‘Unearthed Arcana 
Player's Handbook 
Player's Handbook 


Character Racial Minimum & Maximum Tasle 


Chameter Race STR INT WIS DEX CON CHA Accepted Classes 


Book 





‘Human Any* 
Kender EBR. TAH 
CLPLTA 
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Player's Handbook 

DL Adventures 

Player's Handbook 
oe 


‘DL Adventures 


DI Adventures 
‘DI. Adventures 


DL Advemnunes 
DE Adventures 
DL Advenwures 
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Gnome Mishap TaBle 


120 Roll Description of Occurrence 





1.8 Needs Another Part 
9 Communication Gliteh 

10-11 Improper Alteration 
12 Unexpected Glow 
13 Olfactory Malfunction 
14 Unbearable Temperarure Change 
15 Homrendous Sound 
16 Moves Uncontrollably Downward 
17 Moves Uncontrollably Upwasd 
18 Reversed Direction, with Damage 
19 Machine Pursuit 
20 Explosion! 


(Note: The effect level or damage caused by a device is often equated 

with its complexity. To find the magnitude of the specific effect 
Involved, look on the Gnome Device Complexity Level Table. Exam- 
es: Complexity 5 damage is 1d10, If a complexity 8 temperature 
(a) be ced by 1d6, and the die rll result is 3, then ic would 
yecome a complexity 5 temperature (or +30°), 


1:8 Needs Another Part: The device requires another device to be 
built before it can function propetly. ‘The new part must be & useful 
device on its own and have a demonstrated use other than in conjunc~ 
tion with fixing chis device. Feample: a goome who gets this result while 
attempting to construct a eatapult now may declare that he mus first 
build an auromated can opener before he can finish the catapult, This 
second device must be built using the same rules as any other device. Of 
course, if mishap occurs while building the can opener thac requires 
yet another device be buil 


9 Communication Glitch: If Ute device was designed 10 communi- 
‘ute, ic will function in unexpected ways ac the discretion of the DM. If 
the device was noc meant to communicate, it will do so in one of the fol- 
lowing bad ways at a level 1d4 below its cursent complexity. Options 
include: sends message directly to foes and enemies with perfect clarity; 
sandomly changes messages in such a way that ther eae intent is never 
trustworthy; only sends every second or thied word, 





10-11 Improper Alteration: If designed to alter an object, che 
‘machine will do it impropetly. If itis not designed to ater an object, it 
will do s0 badly at a level 1d4 below its current complexity. Options 
include: does the reverse of its intention (takes Knitted sweaters and 
‘urns them into yarn); creates something absolutely useless in the cur- 
rent situation; reduces finished goods ta their base elements. 


12 Unexpected Glow: The machine suddenly begins 10. glow so 
brightly chat che operator and anyone within 10" cimes the size of the 
‘machine is blinded for 10 rounds. No other functions occur, 


13° Olfactory Malfunction: If the device was designed to change the 
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state of the surrounding atmosphere, it will have the reverse effect 
(@oachincs to clear ait wil pollute ic, machines to obscure air will cleanse 
ig). If not so designed, it will ceate a complexity 9 tear gas effect in a 
umber of 10-foot cubic areas equal to its sie. All in the area must 
‘make a successful Consticution Check or flee the area at once, Any who 
remain suffer a ~5 attack penalty and a +5 Armor Class penalty until 
the area is cleared, Any Dexterity Checks are at a +3 penalty. The gas 
remains as long 25 the machine continues to function + 146 rounds 
thereafter 





14 Unbearable Temperature Changes: If designed to create a certain 
temperature the machine will have the opposite effect (ovens will eftig- 
‘erate, for example). If not, then the device will get hot (30%) of cold. 
(50% joa degree equal to its complexity. This may result in the destruc- 
tion of the machine itself should the temperature reach the poinc to 
bum itor even change the state ofits components (solid vo liquid), 


13. Horrendous Sound: The device makes 4 houible complexity 10 
‘ovive (deafening) in « number of 10-fo0t cubic areas equal to it size, 
All ia che area must make a successful Constitution Check ot flee the 
‘area at once. Any who temain suffer a ~5 attack penalty and a +5 
‘Armor Class penaley until the arca is cleared, Any Dexterity Checks are 
ata +3 penalty. The noise continues as Jong as the machine continues to 
function + 146 rounds thereafter. 





16 Moves Unconttollably Downward: Regardless of the intentions for 
the device, it suddenly taker off on its own. If the device was designed to 
move dowaward, then substirate result #17 below for this result. Othet- 
‘ite, the device digs (or submerges) straight down a distance equal to its 
complexity. It does so in one turn. The device continues to move down 
as itis manning. No directional control is posible, 





17. Moves Uncantrollably Upward: Regardless ofthe intentions for the 
device, it heads forthe sky. Ifthe device was designed to fly, substitute 
result #16 for this result. The device flies upward a distance equal to its 
complexity rating and remains there imntil cuened off. Turning the 
device off resuls in a fall from that height, 


18 Reverse Direction, with Damage: The device inflicts damage equal 
to its complexity and then fails, The machine must be repaired before it 
can be used again. 


19. Machine Pursuit: The device attacks its operator for damage equal 
10 its complexity and unecringly chases the operator for five + 146 
melee rounds of wail its thus off, whichever comes first, The operacor 
of the device must make a Dexterity Check to turn off the device. The 
‘machine rolls to hit as though it were a monster with hit dice equal tots 


complexity. 


20. Explosion! ‘Ihe machine explodes, doing damage equal to its 
compleuty over a number of 10-foot cubes equal to its complexity. The 
‘machine is then broken and must be fixed before it can be used again 
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mofo Wer Eee a 
saand Salles : 
veto ee 
escone a en oe aos See 
wh fe Pow se oS ile aes a p-3 
fe Ske Bo Gap e oS aes SAAN eau ee 
Tce aL om tea = a = > Bele Mele oe 
osc Plague PS A = A = = antnate Ware to Das See Ses 
pestis a mR ere ‘ 
fen Ho Bow Se Water Breathing SSeS eS, 
Blume Mm ium = 2 SL Bee ch iy he Vale 
é Wind we 256 2s 
tin 
‘rime Obin SS A Ada 
Cowes. of RS a a aa 
renee o PS BL eS Be 8 f hes ead 
Stree mw Paso SS 4 
debate Symbol a ae 
Shen et Pees ES 


Rafter spell ee 4) # reversible; * ® deidzals A = eaablein any form: Add = a 
tio spel cleriecan cae ever though sou ois diy s spheres of nvece; Spe spe- 





paren 


taspall he det gratin adition toe certs ormaalltmene ofapel;X = 


excluded leis of thisged cannot use hisspell Tue = reverie of spel cannot ect: Re 


Poni sevend opel on be ae 
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Spheres of Influence—the Gods of Evil 













































SPHERE/SPELL BOOK Iv Tak. Song Mor Chem Zeb Hdd SPHERE/SPELL BOOK Ini Tak Sarg Mong Chem Zeb Hida 
Healiog Protection 
Ciel Case Blindness SS Se Tae ae en ee 
Gore Cause rv! Winds SIR = Rev hey = ~~ Endute/Dupel Calder UA RK 
{Gate Guase Dene ho Re hee = Ble wal IS eed acl a 
Gite Cau ight Weds m Saw eS Rett. me ieee t= =) SS 
{Ger Grase Sevens Wak 4S Rey Rey Magi Verne VA 3 8 Smee) moje 
HeallHarm = KN SLT NepatvettinePrncion UR 3k 
‘Newualize Paton WR SAA = = = Prowecion fom BviVGood FH OR Rey = 
RemorelCaule Pale es ro fom BxllGod 10" Siete oe. = MS 
Siow Poon 2 A 8 = = = Protection rom tie AS = = OS 
etedon fom Lghening eee tS 
RemnelBewow Chine an a Bs 
vu Je} soe = 4 = Sl Rac (oe 2 41S 
HOTS Sees ORS Saat Rie oe SS 
voy = D> A > sencusy Meee ge ee 
VA aha RD Lm | Reale onty eee BE travis 
Feito Dean twa) Shih Near aN 
loge of Death wa a] sees a DS 
favs to Undead Us a) De S| ae 
Ke Badifiytvg gk Sy 
Megenerton/ Wier” PH TR) Rey = GaminualLighDutk THAR Rev Rev Rey Rev Rev Rev 
RetnaiwirEveyy Dad FH TR Sky SS igh Date i me Ty ae 
Resurecion/Desucdon PH ROR Monbeam 5 An = 
Speak wth Dead ms) so — = | 5 
Sunny ee 
Pant 
Summoning 
i ~ = A = = = Abterimpine VAM) A Ae = ek 
B= = = = S| Aerial Sertne ier a a aay i 
rn ‘ure Aas es | ad iN 
Foangle H Dine! lot Hom Ak 4 
Fite Sead 4 action ay etl | (A rN 
Geode Badbeny -=4 = Broce PHO AA ry 
allusion Forest > las Gate moO AA a 
Hol Pane 4 Solem Vg A AS = a 
Leo ==4 Succor By oh AA nN 
Pus Pane 4 Wid of Real m6 MRS =a 
ass Without ace x 
ane Dooe 4 Weather 
Caltiheog hose = & 
=is SS outburst fons es A 
x Coil Tempantane i a eS bette 
Speak win Pans So % = = Cano eather ee 
Spike Gowh a = Gaal Winds ne ars 
Sick 0 Shakes KS = = isere te Piao SS, 
anspor va Plot A > DS Obbeacmene pen ey ee 
tree A SL Preipetion sll es ea Ye 
Tip AS SS prec enter he oS Ss BS 
‘hen Wood A > LL Blnbow 4 ie 4 
eal of Thoms A > > = Weathetsummonieg FR 6 SS AM 
Whey Wood 4, = 
Abbreviations 


‘R(atersel evel) tevenble:" = didi: A ~ canbe any form: Add = ad 
tional pel cletecan cat eventhough itso of hi dey sopheres of nfsene; Spe ie 
al poe. aspel de deity raisin ation ro he cles’ lorem pli = 
‘elidel, less ree of pl nox Dee; Rev 
only reversed spell un be cast. 
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In the following spell lists, the frst entry is a somewhat abbreviated version of the spell name, the second entry is the level and magical type af the 
spell (C= Cleric, D = Druid, 1 = Mlusionist, M = Magic-User). Combination spells have parenthetical chird entries that lis the other spell type 
involved, as follows: A = Alteration, Ab ~ Abjucation, C ~ Coujutation, Ch = Charm; D = Divination; E = Evocation: En = Enchantment; 1 


Spell Summary 


= Invocation; Il = Mlusion; N = Necromantic; P = Phantasm; S = Summoning. 





Conjuration/ Summoning 
ie Pe (Son) 
Rliighe =P So) 
Oe FE (Sent) 
Gra re Sam 
Neuse Fe (oun 
Spe Gop 
Tek He (Coal) 
Usiore Fe (Ceaty 
‘mor MM (Cont) 
Beton SM (Roldan) 
Carnienon Mt 
Conjtetien 3M 
BankSpet ak 
Daag Sua 1a 
adn Ante et 
Ensnuement 6M 
Ernst 
Redon 1M 
Pine Ane 3M 

a 
fivssutkee GM 
Lemans Chen 5M (Ab) 
Lined Wi) 7a 
Magar 3M 
teat MM can 
Mise ot 
Neeser Smt Si 
Mormer Som 
Her Sum 5A 
Nome Sum tY 6k 
NeerSun OM 
Nenser Sim Vi kN 
None Su VIDA 
NowsHound Sk 
Monts Maiow 1M 
Mune bi 
Power Wd Bind ah 
ower Wail 9M 
Powerwasun Tat 
imate Sphere 2M (Ab) 
Pon iM 
Spi Soae Sy 3M 
Symbol mi 
Taped 8M 
Ueno IM 
wh om 
MierRestiy 38) aun 
Gonite Anima 6 
Nine t 
Wisma Soy 71 (Ab) 
amare Wal fab) 
Sone Sade 
Invocation Evocation 
oe 
Sint i 
chi ue 
Gioe ue 
South rs 
Dees te 
Ding ie 
Das ic 
Nol * 











Othe’ Fag Spe 
ike’ Ree Spe 
(rile Tee Spt 
Seeding 


ERRERREELEELERLEELRESLEEPRESRERES 


ZEEEREEE, 


(as) 


a) 


(torebaem) 


(ay 


(AERC) 


w 
es) 


“ 
a) 


= —$—$—— . 


wid 1 aum 
Enchantment/Charm 
Conk Ne 
Sede ic 
Sia ig 
Binee te 
Fekeo uC 
Stgot Fe 

Ne 
Whine we 
wa Ke 
oy Be 
Ani/Smpahy 9M 
sau Dt gana) 
Being mm tnat) 
Cum Monnet 
Gam Peon IM 
GuePice 7M 
Eenioe 
Scppeatre = Maa) 
Donel a finichk) 
Dobe a 
pl SM (erGnem aa 
Rowse iat finan) 
Fedlemiod 3M 
FeGem a 
Foret 2M 
roo at 
Fannie i 
oy a 
Goud awd 5M anionw ae) 
Hold Meaner 3 
Hod Peon 
Leonel 3M) 
Tome Sorter iM {>A 
Mapicdior 4M (Ena Gnkeatin) 
Maschom aM 
Mects Diiuat 9M (Ene A) 
Gah ler Doce Sh 
Kayot ee) 2a 
in TM Enon) 
Sie ea 
ea me ean 
Sp m eee 
come A men 
Sees 
on Int (Eaonip 
femme MG 
Gur i 
Ste a 
fname a 

i 
Mgetfinee $1 (EaeD) 
Max sugpesion 
Sedoewk 3h ak) 
Suecies 3 
Aleeration 

ic 
Beier AE 

ve 

ie 





Disegrate 
Dinan Dino 
Doo-Dimenton 
enchanted es 
— 


mS 
erase 

Explosive Runes 
ten 
ives 
sendin MT 
Fulcaate 
esther Fall 
ie Shield 
Fens 
Fuamiog Sphere 











‘ool old 
Glace 
Gianteet 





(ab) 
(Ga) 


Ata) 


(oy 
© 
® 


(@eeEaico) 


® 


ws, 
(5) 























ERS 





fE 


Lower Water 
Magle Nou 
Male Means 
Nek 
Needing 


Mesage 
Mon!’ Dijuact 
Mov’ Manton 
Move Bani 
uk 
‘ike’ Resp 
Oil's Tele Soh 
Par Water 
Payal 
Bermaneney 
Plane Growth 
Phaie Door 
Polymorph Aay Obj 
Polymaph Other 
Polyaph Set 
Proje Image 
Precipitation 
Dywedinios 
Rays Nnem Eahan 
Reverse Gravity 
Rope Tek 


Seren’s Sp Immue 
See Page 

Shape Change 
Bhater 

Shocking Grup 
Sink 


Sow 
Sele cums 
Stone Shape 
Sione 10 lsh 
Sronekia 
Soca 
Tle 
Teper 
‘enpera Sa 
Tenor Da 
Time sop 
opus 

Ta Kock! Mud 
‘ans Weft 
‘rename, 
Uhr 
Vanish 

Walt 

Wace Breathing 
Wind Wale 
Wid bye 
‘Wied slice 
Wind Lock 


aur) 


(0) 


(0) 


© 


(0) 





Colored Lights 
Bim 


are 
Raiobow 
‘Cntorane 
Calor Spray 
(Cont Dainese 
Co Ligh 
Dancing ighee 
Darke: 
Death Fog 


Major Creston 
loot Creation 
Phantom Armor 
Phanom Wind 
Projet lnage 

Rainwater 


Rope hk 
Soh Rog 
Okaiion 


Nee 
Wall op 
Wtf 
Whipenn Wind 


Necromantic 





Divination 
atte 

Cone Ger Pane 
Deve 
Pett ian 
Be i 
Beret Kage 
iP 

Teeny 

Bw lune 
{hae One 
Real ope 
Bert iin 
Det 
Deve Magi 
eth Nai 
Thesis 
Vion 





Spell Summary 


Mic 

Mic 

mie 

Mic 

1 @ 

u 

x 

3 

i 

u 

a ® 
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at (we) 

a wey 

uw 

i 

at 

i 

4 

nay 

18) 

ae) 
” 








IMlusion/Phantasms 
Rood HE (lon) 
roan HE (only, 
Hide LC only) 
Moan HE (Laly) 
Palm 1 Geni) 
Ratle HE (ony) 
Tw HC (only) 
Andie lamer 2M 
Byebie GM Ealch) 
Fuse aM 
Hiulucikeain 4M 

iy 2M 
inst mM 
Leomund’s tap 2M 
Mae Ti a 
morph aM 

age aM 





‘Nout Mag Aura, 1M 
Phanasmal Fore 3M 








Veouingom IM 
Mask ca MIC (I only) 
Mic {tony 
ite tsa) 
WoDitwe Me {teayh 
Aired oe 3 
Atettaty Gis 
ede” tony) 
i 
a 
Ht 





Demi-Shadew Magic 6 
Dispel Bahaust 





Paraaie a 
esr rn 
Hille Terain 37 
BypaodePatemn 21 
Hhisio Sei 
Improved Ins ML 
Impe han Fore 21 
Invi 10" 31 
Dream HA) 
Toe 2 
Masog h a 
Minge Arcane 61 
Minoetmage) 
Metrecion 2 
Mitad a 


Patlzaion a 
Permanent lksn 
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Psnasmagoria 
Phanesamal Fore 
Phanasnal Kilt 
Phantom Armor 
Phantom Seed 
Phantom Wind 
Programe Mas 





Shadow Door 
‘Shadow Magi 
Shadow None 
Shadow Wate 
Spec Re 


Whipeting Wiod 
Weuttorm 


Brena 
‘Anta 
‘void 
ianamont 
Diab 
Pipe ion 
opel Nie 
Globe of rvla 
tmoitonneat 
ind ne 
ito lab la 
Li 
Pram Sphete 
Pun Gu 
Produ 
Pri o'r 

Pro Nor Mia 
Remove Cue 
eplton 
Spewack 
Segoe 

vale 

Dig tion 
pe ape 
Rom Deteton 
Pera Spay 
Primate Va 





only 4) 
Pec) 
eA) 


rm) 
hea) 


(ha) 


waa) 


® 
Peay 
ue) 


rn) 
®) 


® 
ae) 


(cis) 
tes, 

















Knights Circle taple 


146 + modifier _Coin* Equipment Healing Ranking Auchoriy 





af nla No Circle Present 
dagger/none fafa Knight of he Crown (Ciown Sid) 
sp fa Knight of the Crown (Crown 3nl) 


1d12 a bale axe] Hog ‘Knight of the Sword (Sword 4th) 
120 eel short bow/ring & shield Knight of the Heart (Rose 5th) 
2d10 sel 8 Shield Knight (Crown Sth) 


azn el ; W0/4/2— blder of Sword (Sword 8h) 
3420 sth lance (heavy) plate w shield 111512 Keeper of the Rose (Kose 9th) 
2100 stl sword +1/Solamnic armor 1215/3 Ted Wa 


9 Dagon W/TI5 Cleist (Sword 12eh) 
20 or above 10d100 sul Dragonlunce! place +3 18/8/6 — Lord of Justice (Rose 14th) 





* This represents the amount of coin available to the Knight from that location on x given day, 1 docs not tepresens how much money the Kaight 
nay dia fom the Circle, Knights may draw from any Cee no moe than the amount listed for their eye, For example WOth-leel Knight of 
Solu oul day no more than 20s from a gten Cie ona ven day. tha ume Knight ong Cle hac nl pay 244 
‘because of its amall size, chen 2d4 ot! is all he will receive. If he is attending a large Circle (with modifiers the Circle turns out to be an 18) then he 
‘would still nly be able o draw 20l from the Cicle even though the amount listed i 54100 sl, Stl stands for stecl pieces, the universal equivalent 
of gold pieces in Krynn, 


1 ‘his artifact is a weapon or magical device of combat value found either in the Dungeon Masters Gude ot in chis DRAGONLANCE® Adventuses 
book. ‘The exact device is up to the LM, who should exercise discretion, 





The ype of ance i determined by # roll of 146. Te would bea fonts ance (14) or mounted lane (5.6) The quality of he lane ib deter 
mined by atoll of 1412. Thiscould be made without the use of ether the Hammer of Kharaso the Silver Arm (1-9); made with one of the artifacts 
(40-11) or with both from ancient times (12). 





Knights Circle Modifiers 





Desctiption Modifier Description indies: 
Jommunity Sit society: 

See Eacrotaip a 
Village, Medium Mrs Covet ts 
Village, Large mall Keep present 
‘Town, Small Large Keep present + 
Towa, Mediu Small Castle present Me) 
Town, Lange Large Castle presene Bes 
City, Small Major Fortifications a 
Gig, Medium Inside traditional Solamnia borders +4 
City, Large Inside areas controlled by Dragon Highlords? =10 





** Thic would include mainland Solamnia and Sanerist. 


+ Circles in these ateas, when they are present, ate maintained and operated clanvlstinely by the Knights. Merely finding and getting in couch with 
such Circles can often be dificult or impossible 
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“.,. For in ages past, beyond memory and 


word, in the first blush of the world, 
Dragons terrible and great made war on 
this world of Krynn.’’ 
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world shattered by dragons and their 
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system rules. The struggle for the fate of 
Krynn awaits! 


1987 TSR, Inc. All Rights Reserved. Printed in U.S.A. 


TSR, Inc. TSR UK Ltd. 
POB 756 The Mill, Rathmore Road 
Lake Geneva, Cambridge, CB1 4AD 
Wi 53147 United Kingdom 


0-88038-452.2 


WIND IIT 
| 

| 

| 
014636302021" 7 





@JRAGON]) NCC gleam 


$15.00 


